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NOW WE’RE 
ONE HUNDRED 


In February 1988 CRASH issue 
50 (cover date March) went 

on sale. It was a milestone we 
marked by splashing out on a 
fifth colour — gold, naturally — to 
adorn the cover. And obviously 
the whole team looked forward 
to the next 50 issues, but sadly 
it was not to be. CRASH fell at 
almost the final hurdle, with the 
April 1992 issue 98. 

It’s extremely unlikely that 
CRASH would have survived the 
failure of the 8-bit market during 
the 1990s to reach a magic issue 
200 (cover date September 
2000!), but with it gone — well, 

a humiliating incorporation into 
the masthead of Unc/.. . Sinclair 
User — I’m sure no one involved 
would ever have believed there 
would be an issue 100. But 
accepting that the CRASH Annual 
2018 was number 99, it follows 
that this Annual 2019 marks the 
100th issue of CRASH. 


Ow 


In Keeping with the digital era, 
things have changed a lot since 
that spring of 1992, even though 
Newsfield had gone about 90% 
digital for production since the 
move in 1990 to new premises 
on the banks of the River Teme 
at Case Mill. (Editorial had been 
effectively digital since mid-1984, 
with PCs running a primitive form 
of Word for editorial.) In spite 
of the widespread use of Apple 
Macintosh computers instead of 
scalpel, wax and paper layout, 
it was still a time when printers 
required traditional film for 
making printing plates. 
Completed digital page 
layouts were sent on disk (in 
the last months via Ethernet 
connection) to a raster image 
processor (RIP), which ‘translated 
the RGB vector and bitmap 
graphics to scan lines (rasters) 
that could be printed in an 
imagesetter onto film, one film for 
each of the four printer colours: 
Cyan, Magenta, Yellow and 
Black, called ‘Key’ in print jargon 
because black is only a skeleton 
colour to boost dark tones in 
the other three colours — hence 
CMYK. 
All that technology has 
gone - obsolete. In this annual 
| have sat at my iMacs in 
Ludlow, internet-connected 
to servers such as Dropbox, 
Slack or Facebook Messenger 
to receive text and images from 
contributors scattered all over the 
place — even from the USA. Once 
everyone is happy, particularly 
Gareth Perch as proof reader (via 


Excel spreadsheet and 
Google Docs), all | have 

to do is ‘package’ the Adobe 
inDesign pages ready to make 
press-level PDFs. In the early 
1990s this process would have 
taken over half an hour, whereas 
experience says packaging 
this Annual will take about five 
minutes. That’s progress! Off 
the PDF goes to our Spanish 
printer via WeTransfer.Next day 
a WeTransfer message advises 
to download the ‘proof PDF print 
files’ and check everything is 
as it should be. All too often a 
damned column rule has intruded 
into a picture and not been 
spotted on-screen in inDesign, 
and that means a correction, 
re-outputting the single page and 


firing that back to the printer. 

It’s all very easy compared 
to them old days ... but also a 
bit isolated. | guess | miss the 
comradely atmosphere of writers, 
editors, sub-editors, designers, 
photographers, assistants, film 
planners and all the back-up 
staff a magazine used to need to 
function. Then again, when the 
Europress Group folded Impact 
Magazines | swore I’d never again 
be involved in the headaches of 
magazine production ... 

Annuals, I’m reliably informed, 
are different... | hope everyone 
getting their hands on this one 
will enjoy it and the hard work 
the widespread editorial 


team has put in. Y Gell 


SAD LOSSES IN 2018 


We couldn’t move on without 

paying tribute to two men who 

contributed enormously to make 

the 8-bit gaming experience what 

it was to us all. Almost on the 

eve of sending this annual to the 

printers came the sad news of the 

death of Ben Daglish (31 July 

1966-1 October 2018). 
Composers of music for home 

computers generally preferred 

to write for a single platfom, or 

in the case of the C64 moved 

onto the Amiga, but Ben, a 

prolific tunesmith, was machine- 

ecumenical, writing more than 

80 original tracks for games 


Right: Ben photographed at CRASH 
Towers in 1985 and, below, with 
fellow composer Matt Gray in 2016 at 
Retrospillmessen in Norway. 


Photos: Cameron Pound (CRASH) 
& with thanks, Kristian Tjessem 


on Spectrum, C64, Amstrad 
and Amiga. Everyone has their 
memories of Ben, and it’s not the 
place of a CRASH Annual to do 
more than mark the passing of a 
genius who left us far too soon, 
and to say that while people keep 
playing 8-bit games, the sounds 
of Ben Daglish will live on. 

Over the page, we pay tribute 
to the artist Bob Wakelin. 


BOBLWAWEMIN 
HOWWEC JIeeZUROChIpZU 13. 


‘?'d rather be having 
sex than doing that!’ 
So said Bob Wakelin dismissing 
computer games. ‘I was more 
into music, comic books, women 
and beer.’ And yet, as we all 
know, Bob became indelibly 
welded to computer games in the 
1980s and into the 90s through 
his extraordinary output of cover 
art for Ocean and the Imagine 
label. His untimely death — barely 
three weeks after publication of 
the CRASH Annual 2018 — had 
to come as a sad shock toa 
generation who grew up with 
Bob’s art. 
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Due to the varied nature of 
the games business, over a 
decade and a half, Bob turned 
out images in just about every 
style imaginable, starting with the 
rip-off clone Road Frogger 


— ‘| thought, Super- 
hero frog with a 
cape ...| didn’t 
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know what | was doing!’ There 
were the cutesies like Parasol 
Stars and Head Over Heels, 
teenange delinquents like Mikie, 
tough licensed heroes such as 
RoboCop, the sporting stars, the 
funnies - Comic Bakery, anyone?, 
and off-the-wall images, of which 
Wizball has to be the definitive 
one. Considering that through 
the medium of Ocean/Imagine 
advertising, Bob’s art featured in 
CRASH every bit as much as Oli 
Frey’s, it seems strange that the 
two commercial artists who came 
more than any other to define the 
look and feel of 8-bit computer 
games never met... until 2011, at 
Replay Expo in Blackpool. 
Everyone who knew Bob has 
their own memories of him as 
artist, man and beer drinker; just 
as no doubt everyone has their 
own favourite picture. Bob was 
incredibly honest about his work, 
quick to rubbish stuff he thought 
not up to scratch, and by his 
own admission he wasn’t 
interested in convention or 
conforming to the received 
notion of what art should be 
like. ‘| didn’t want to learn the 
basics. | did people in skin- 
tight costumes, leaping about 
kicking the shit out of each other! 
| wanted to draw things that leapt 


out of 

the page 
all the time. 
| want to 
draw the figures 


and 


the message, because 
| think like a child. | want to 


see 


communicate 


something that’s right in my 


face and go, woah!’ 


And for more than 12 years, 


that’s what Bob Wakelin 
did .. . make Speccy game 
players go WOAH! 
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A large selection of prints can be bought 

from the Bob Wakelin Artwork shop run 

by his family: http://www.etsy.com/uk/ 
shop/BobWakelinArtwork 


or visit Bob's Facebook page: 
https://www.facebook.com/ 
BobWakelinArtwork/ 
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Bob Wakelin's 
words quoted 
here are taken 
from transcriptions 
of an interview with 
him conducted in 
2013 and printed in 
Ocean the History, 
Fusion Retro Books. 


MAKING A CRASH COVER 


‘What will you put on the cover?’ publisher Chris Wilkins wanted to 
know — a reasonable question, particularly since Oli is supposedly 
retired. In the 1980s, editors made demands for which game should 
feature on the cover: some themes suited Oliver’s painterly preferences 
— others not so much. But for this issue 100, Annual 2019, Oli decided 
he wasn’t interested in a specific game. ‘Il want to do something 
generic ...a battle scene.’ And so the cover gradually emerged, with a 
lot of nagging from yours truly — and from Chris: 

‘Is he painting yet?’ ‘No, still pencilling out the idea . . . be patient!’ 
Here is a thumbnail depiction of the torturous process. 


4. More monochrome detail inked. 
5. Airbrush stage using inks, 


1. The original pencil ‘scribble’ scanned 
and printed out on copy paper using 
last year’s cover layout as a guide. 

2. Pencilling detail, ready to scan and 
enlarge to 1.5 times final size. 

3. Rough traced down onto art board; 
beginning to ink in mono detail. 


6. Begining to paint the main figures 
and explosions in acrylic paint. 

7. Detailing the foreground figures. 

8. More background/foreground detail. 


GAMES REVIEWED = CRASH Smash 
Beamspot Rightcar 95 
Bobby) Carrotieeesese sree 10 Metal Man Reloaded @ ............ 98 
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CIRC UItIY Se verraecerrercreerteriee 8 Ninja Gaiden Shadow Warriors 88 
DeadiSpace ee eee cree 12 Plumbers Don’t Wear Ties .......- 90 
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Exploren2\ Mh Winvsccisecernee 6 LEW AS [RIG OMTSEL) cncacaneenenenconsseeceenen 92 
Forest Raider Cherry ...........:-- 26 ROUStH= eee eee eee 91 
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More VAMC] 9) |_| ceecceneecreecneecenncene 35 S PACOIUMK a eccrecsccesvrcreeecensssens se) 95 
The Incredible Shrinking £516 || ee eocceoeceecererrr ar certren ered 26 
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establishing the basic colour scheme. 


9. The finished artwork. The white 
border indicates the visible cover — 
the rest disappears to be glued down 
under the end papers. 
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EXPLORER 2 «4 


Publisher: Monument 
Microgames 
Author: Luca Bordoni 
Memory: 48K/128K 
Released: 2018 


r4 he chances of anything 

coming from Mars are a 
million to one’, promised The 
War of the Worlds, ‘but still they 
come.’ And they keep on com- 
ing. At the start of Explorer 2, 
our neighbouring aliens have 
re-established an arsenal, dig- 
ging down into the planet to 
construct outposts and conceal 
their dastardly weaponry. Your 
task is to venture into the depths 
of the enemy base, avoiding 
their defences, finding a nuclear 
bomb and dropping it on their 
military hardware, ending the 
Martian threat for good. 


SCORE 000020 
iL = 
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FUEL 


Along the way, you can pilfer 
gemstones, destroy missiles and 
marauding enemy craft, and nav- 
igate between the underground 
ravines and the laser barriers 
that close off some areas of the 
network. Your fuel constantly de- 
creases as you fly, but you can 
replenish it by shooting a handy 
cannister of space petrol, or by 
landing on a recharging dock. 


e Luca Bordoni is the creator of 
2014’s Land of Mire Mare, the 
homebrew version of Ultimate’s 
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GEMS 00 BOMBS OO 
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lost Spectrum adventure — it was 
teased in Knight Lore and Pen- 
tagram, but never appeared - so 
it’s no surprise to discover that 
Explorer 2 pays loving tribute to 
the Stamper Brothers in its aes- 
thetic and gameplay. 


The magenta Mars base of 
Explorer 2 is immediately remi- 
niscent of the rocky moonscape 
of Lunar Jetman (1983) and the 
planetary surfaces in Cyberrun 
(1986). As the next in the series, 
Solar Jetman, was never re- 
leased for the Spectrum follow- 
ing a poor reception on the NES, 
Explorer 2 offers an alternate-uni- 
verse sequel for Ultimate’s belov- 
ed spaceman, made even more 
famous through the long-running 
CRASH comic strip. We might 
not see him in the craft, but we 
can imagine he’s driving it. 

A first foray around the flip- 
screen environment _ reveals 


more tributes to old favourites: 
fireballs and gems from Jetpac 
- along with red fuel cannisters, 
labelled ‘FUEL’ in cartoony cap- 
itals - and extra life icons from 
Sabre Wulf. No doubt there are 
more to be found in the lower 
and higher reaches of the Mars 


SCORE 000130 
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ther than would have been pos- 
sible in the mid-1980s. 

Your ship’s movement is silky 
smooth, with a gorgeous trailing 
vapour effect when you rise. An- 
imated explosions sometimes 
reveal bonus scores underneath, 
in an authentic arcade touch. 


GEMS 00 BOMBS O00 
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base: those caves cry out for 
a fan-made map. Some of the 
graphics nod to an even older 
game, though - the first Explorer 
(reviewed in the 2018 CRASH An- 
nual) was a Scramble clone, and 
the yellow rockets that launch 
as you approach took me back 
to the Spectrum’s best adapta- 
tion of that classic, Penetrator 
(Melbourne House, 1982). Rich 
Hollins’ title screen music, on 
the other hand, is a complex, 
albeit slightly tinny, theme tune 
very similar to Firebird’s Vectron 
(1985). Explorer 2 is a game fully 
aware of its heritage, but it also 
aims to push the Spectrum fur- 


The collision detection is gen- 
erous, allowing you a second or 
so to tweak direction rather than 
destroying your ship at the first 
touch of a wall or enemy craft. 
In the heat of battle, the screen 
sometimes fills with cascading, 
tumbling pixels - vapour, explo- 
sions, bullets -— but the action 
never slows. This is the kind of 
charming, inventive and polished 
game Ultimate should have been 
releasing for the Spectrum in 
1985-87, instead of churning 
out increasingly tired isometric 
adventures and mudding their 
once-sterling brand. 

Will Brooker 


CH HOLLINS 


In homage 
to Ultimate’s 
Jetman 
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e There was me bemoaning the 
fact that the plethora of AGD 
created games were all becom- 
ing a bit samey, and | fire up this 
title and am somewhat forced 
to eat my words. Explorers 2 
is quintessentially old school 
in its design and it reminds me 
of classic Scramble meets In- 
sight’s Subterranean Stryker. 

| found myself playing this 
game for way longer than pure- 
ly out of necessity for the sake 


GEMS 
4 =; 


EPSPS PA OOOO OO OO OEE iit 


os MERERERL LESSEE SEES EEE ES 


PALA EAAEAAE RRA ELAS LAS E AAA SAAS AERA ERA AREAS AERA AAS EAA A Ad 


ne ee 


of writing a review. The tricky 
screen layouts and _ intriguing 
design made me want to come 
back for more. It suffers from the 


SCORE 001870 
i = 
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same issue of most AGD games, 
which is jerky sprite movements. 
Casting that aside, it is an enjoy- 
able game that harks back to an 
era prior to big budget release 
titles. That in itself is a noble 
thing. 

Gordon King 


Control keys: definable 
Joystick: Kempston 

Use of colour: clear and 
attractive, with minimal clash 


GEMS 00 BOMBS 
4 = 5 


GEMS 00 BOMBS OO 
4+ > 33 


Graphics: detailed, beautifully 
smooth 

Sound: crunchy sound effects 
and a rich theme tune 
General rating: a truly worthy 
successor to Ultimate’s classic 
Jetman games. 


Use of computer 
Graphics 


Playability 

Getting started 
Addictive qualities 
Overall 
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CIRCUITRY 


Publisher: Rucksack Games 
Author: John Blythe 
Memory: 48K 

Released: 2017 


ISSION DATA — Nano Project 
Epsilon - Everything has 
gone pear shaped at the R&D 
company Revanox. Their military 
Bio & Al division has gone rogue. 
It is up to Securicorp and their 
rival Al to save the day, or rather 
you playing as the lead character 
Nan’o’Bot, tasked with preventing 
further loss of sensitive data by 
saving as much as_ possible, 
before Revanox rips the feed to 
the Al’s power circuits. 
More Manic Miner than Jet Set 
Willy this game has 20 screens of 
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linear gameplay where you have 
to complete the current screen 
before proceeding to the next. 
Nan’o’Bot is presented with a 
layout of varying complexity. Its 
task is to collect the flashing data 
packets and then make its way to 
the exit. This is very much a game 
of timing and precision and it’s 
often easy to fall foul of both. On 
many occasions you are given the 
opportunity to examine the screen 
at your leisure before moving, 
while with others — such as screen 
three, for example — require instant 
moves to avoid being vanquished. 
The 48K version is available 
for free, but there is also a 128K 
version available from Monument 
Games for £8.50 with a tune to 
whistle along to as you play. 


\ CRITICISM __| 


e The control in Circuitry mech- 
anism is interesting in that you 
can alter direction in mid-jump. 
This is certainly something to use 
to your advantage and is some- 
times a necessity in those screens 
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where even moving a single pixel 
can end in death before you have 
a chance to jump. Watch out for 
blocks above that restrict jumping 
— but you can occasionally use this 
to your advantage. 

At the end of the first game, my 
score was a paltry 112.7, and nine 
of my lives went on completing 
the first screen, so this is a tough 
game, one of learning the route 
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and how best to collect the data 
and reach your goal. There is the 
occasional glitch, for instance | fell 
through something even though 
| was firmly planted on it. It’s 
also possible to make Nan’o’Bot 
appear to hover mid-air, but this 
doesn’t detract too much. The 
graphics are very big and colourful 
and the movement very fluid. The 
48K version only provides sound 
for movement, collection of data 
and the inevitable loss of life. 

This is another excellent cre- 
ation by John Blythe using the 
Arcade Game Designer (AGD) and 
it certainly shows what amazing 
games can be created. It’s thor- 
oughly addictive and satisfying 
-I’d often die and race to get back 
into the level, only to kill myself for 
hitting things | shouldn’t. Here’s 
a tip: take your time! | just wish | 
could heed my own advice. 

Colin Meeks 


\ CRITICISM _| 


e | see this game as a fact-based 
platformer of what truly happens 
inside your Spectrum. Otherwise, 
how would memory addresses 
pass data back and forth? 

My first impression is that 
this is an amalgamation of 
three games: Mastertronic’s 
Specventure; Artic’s Mutant 
Monty; and Bug-Byte Software/ 
Software Project’s Manic Miner. 
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That’s not to say that it’s not its 
own game though, as it is unique 
in its own right. The level design 
within the internals of a circuit 
board makes for a very nice twist. 
All the components are varied 
and colourful, which makes it a 
brilliant environment to test your 
platforming skills. It’s not an easy 
game by any means, but the 
generous amount of lives enable 
you to experiment and take risks 
in order to suss out the levels. 
The addiction is in finding out 
what the next level is like. There 
are even cameos from Beam 
Software’s Horace and Namco’s 
Pacman. lf this is not enough 
to keep you entertained, there 
is also a brilliant tune for 128K 
owners. 
Gordon King 


Control keys: Z/ X, K 
Joystick: Kempston, Sinclair 
Use of colour: bright and 
colourful 

Graphics: big and well defined 
Sound: limited in-game sound 
General rating: an excellent 
platformer. Tough at the 
beginning, but with a little 
perseverance, advancement can 
be very satisfying. 


Use of computer 
Graphics 
Playability 


Getting started 
Addictive qualities 
Overall 


Publisher: Tardis Remakes 

Authors: S. Borgquist & 
Mark R Jones 

Memory: 48K 

Released: 2011 


act: Ultimate Play The Game 

was the most popular Spec- 
cy publisher with many classic 
releases. Less known perhaps is 
that the label’s parent company, 
Ashby Computer Graphics, cre- 
ated coin-op video games. Dingo, 
aired in Jaleco cabinets in 1983, 
was ACG’s final arcade game be- 
fore switching to the home com- 
puter market. 

Dingo would have been con- 
signed to a footnote in history 
were it not for the endeavours 
of Soren Borgquist and Ocean 
graphic designer Mark R. Jones. 
Together they converted Dingo for 
the Spectrum to give fans another 
Ultimate game to sample and add 
to the collection. 

In this maze game Ted, a fruit 
loving koala bear, has to protect 
his cultivated field of melons and 
other fruit from a pack of dingos 
(Canis lupus dingo —Ed). These 
wicked canidae run around crush- 
ing fruit or trying to eat Ted if they 
catch him as he dashes about 
trying to harvest the crops before 
they’re destroyed. If the dingos’ 
sharp teeth were not problem 
enough, they also throw fruit at 
Ted with lethal consegqences. He 
can retaliate in a similar manner, 
stunning them for a few seconds, 
although as he can only throw the 
last piece in his possession he has 
to collect more to reload. 

Strategical scoring is key: each 
kind of fruit has a different point 
value associated with it, so to get 
a high score you want to collect as 
much as possible without letting 
the dingos eat it, or throwing it 
around at your enemies. If you 
want to top the high score table 
you can earn bonus points by 
picking up three of the special 
fruit in a row to earn an extra 
1000 points. Ted has three lives, 
although an extra life is awarded 
for every 25,000 points earned. 


e Dingo is polished and a great 
conversion of the original, with 
colourful graphics and everything 
moveing along in a silky smooth 


‘Gotcha!’ Chucking a fruit 
and knocking out a pesky dingo. 


fashion and the audio keeping the 
arcade tone. The port also inherits 
the origial’s difficulty level, which 
makes it very tough. The main 
issue is that there is nothing to 
indicate which dingo is carrying 
fruit or when the devil is going to 
throw it. This is frustrating because 
it stops you trying to squeeze 
past a Dingo to escape, and they 


throw fruit with no warning and kill 
you. Despite this, | soon learned 
to take my time and keep as far 
away as possible from the dingos 
to complete a level. Here lies the 
next issue: the layouts are the 
same and the difficulty doesn’t 
increase. So once you clock how 
to play the game, long runs and 
high scores are possible. 

Craig Howard 


e What is remarkable about 
Dingo is that Soren Borgquist and 
Mark R. Jones have excellently 
reimagined ACG’s arcade collect- 
"em-up and brought it back 
home to where it should reside 
- on the ZX Spectrum. They’ve 
taken inspiration from the early 
catalogue of Ultimate (Sabre Wulf, 
Pssst and Cookie) and presented 
a game which is_ historically 
accurate within the timeline of 
the revered company’s release 
schedule. It fits snugly in, like it 
was always meant to be there. On 
that merit alone, it deserves to be 
in alarge box sitting on the shelves 
among the rest of the titles in any 
collector’s display. It will never be 
the greatest game ever, but that’s 
not the point. It needed to be done 
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and |’m glad it was. It’s colourful, 
playable and with typical Ultimate 
theme tunes and spot effects. 
What’s not to like? 

Gordon King 


e This fits in seamlessly among 
early Ultimate releases. The ac- 
tion is fairly straightforward, the 
graphics surprisingly colourful 
and the music merry enough, if 
a bit repetitive — often the curse 
of arcade conversions, which of- 
fered instant gratification for the 
short time that you played them. 
Dingo has only the one screen 
(or map). The position of the fruit 
you need to collect doesn’t alter 
either but the varieties do change 
between rounds. You can also 
acquire a high score by collecting 
the same three varieties of fruit 
in succession. However only the 
fruit shown in that level’s attract 
screen qualifies for the bonus. 
This can lead to some strategic 
thinking in order to ensure you 
don’t upset your collecting se- 
quence and lose out on scoring. 

Another issue is despite the 
dingos having no great intelligence 
the tight play area can make the 
game a little claustrophobic if you 
get cornered. The original appears 
to have had a bigger grid to ne- 
gotiate (a limitation of the screen 
orientation and the need to fit into 
the Spectrum character map is 
the reason for this change). 

The controls are logical and 
responsive and you can press two 
directions in order to be prepared 
to negotiate the approaching 
corner. It would have been nice 
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if you could carry more than one 
item of fruit since they double as 
projectile weaponry (although 
throw one and lose its points) or if 
there were an alert to say you are 
unarmed, having failed to go over 
another piece of fruit before facing 
the enemy. On several occasions 
| made the tragic mistake of 
thinking | was armed only to 
find | wasn’t when | pressed fire. 
However for the most part these 
are limitations brought about by 
the game’s original design. 
Definitely a title to recommend 
and a worthy addition to anyone’s 
Spectrum games library. 
Andrew Kenny 


Andrew Kenny is a guest 
Kickstarter supporter reviewer, 
who earns the unusual benefit in 
CRASH of a reviewer portrait. 


Control keys: redefinable keys 
Joystick: Kempston 

Keyboard play: responsive and 
simple controls 

Use of colour: very Ultimate! 
Graphics: nice attract screens 
and smooth animation 

Sound: good tunes for the 
beeper 

Skill levels: hard! 

Screens: same screen, different 
fruit layout 

General rating: a great 
conversion of an arcade game 
which unfortunately suffers from 
the original’s issues. 


CARROT 


Publisher: Rucksack Games 

Authors: Diver4d, Quiet, 
Kyv & Zorba 

Language: Machine code 

Memory: 48K 

Released: 2018 


G* Croc, Blinx and Conker 
are just a few of the anthro- 
pomorphic mascots that captured 
the hearts of gamers everywhere 
and then sadly took their leave, 
seemingly never to return to any 
of our electronic devices despite 
the collective yearning. 

And on the other end of the 
lesser-known-anthropomorphic- 
animal scale, if you are one of 
about five people who remember 
the Bobby Carrot series of games 
developed by German company 
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FDG Mobile Games which first 
appeared on phones in the mid- 
Noughties, you may be pleased 
to know that a demake arrived on 
the ZX Spectrum back in January, 
as part of the ZX-Dev Conversion 
competition. With other demakes 
in the competition, such as Ninja 
Gaiden Shadow Warriors and 
Mighty Final Fight, it was more 
than a little easy to overlook a 
game that revolves around a 
rabbit collecting carrots. 

There are two modes to Bobby 
Carrot, both played against a 
timer. The first is a collecting 
game, a process of navigating 
the screen to pick up all the 
carrots, which allows Bobby to 
go - like Alice — down the rabbit 
hole to the next level. The early 
levels are very easy, but by level 
20 things start to get tricky with 
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the introduction of spiky traps 
that spring up after walking over 
them, preventing a return to those 
areas still containing uncollected 
carrots. It’s also easy to get boxed 
in when little ‘bridge’ tiles rotate 
after crossing them. This traps 
you and forces the sacrifice of a 
life in order to restart the level and 
try again. 
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The second mode is an Easter 
egg game, which is similar to 
the first but instead of acquiring 
carrots Bobby drops eggs into 
holes. Bobby can’t walk back over 
a tile on which he’s placed an egg, 
which results in getting boxed in 
even more than in the first game 
mode. 


\ CRITICISM _| 


e Despite my lack of familiarity 
with the original series of games, 
| still felt compelled to investi- 
gate Bobby Carrot because play- 
throughs of other unknown titles 
in previous ZX-Dev competitions 
have yielded some rather fan- 
tastic results, with many joyous 
hours accidently whiled away 
in front of the computer screen. 
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Bobby Carrot is a very good port 
of a mobile game that — it must 
be said - was mediocre at best. 
| watched a few videos of peo- 
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ple playing the original, just to 
see how well the new demake 
compared to the original, and the 
gameplay really does look on a 
par. In spite of half-hearted initial 
feelings, | still found myself play- 
ing on. It’s certainly not the most 
riveting puzzler, but enough to 
warrant progressing to the next 
level. | also like that there are two 
different game types — not exactly 
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worlds apart, but playing the egg 
mode is enough of a variation 
to keep things interesting for a 
short while. Although the graph- 
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ics are obviously not as good as 
the mobile game, they are still 
adequate and don’t detract from 
the experience — probably be- 
cause the game is very simple. 
The music — both 48K and 128K 
versions — is top-notch through- 
out, almost sounding like it could 
belong to a Dizzy game, which is 
never a bad thing when playing a 
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barriers and one-way traps to 
make the job of gathering all the 
carrots a problem. It introduces 
more tricks as it goes, but 
doesn’t really present much of 
a challenge. Fortunately Easter 
Eggs mode, where you block 
your own path with the eggs you 
drop, is a proper tough nut to 
keep you busy for a while. 

The 48K version is not so 
hot — the limited sound is to be 
expected, but the tiny viewing 
window is a let-down. You can 
pause and pan around the level 
but it’s weaker for it. 

So stick to the 128K mode, 
give Carrot Harvest a try to learn 
the rules, then switch to Easter 
Eggs for a real challenge. 

Jason Railton 
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light-hearted game on the Spec- 
trum. In summary I’d say that un- 
less you really enjoy basic puzzle 
games you can probably skip 
this one without worrying that 
you’re missing out on anything. 
On a final note, to any develop- 
ers who really feel an overwhelm- 
ing inclination to make a Speccy 
port of another old game featur- 
ing an anthropomorphic bunny, 
Epic Megagames’ Jazz Jackrab- 
bit... just sayin’. 

Ryan ‘Riot’ Coleman 


e This is a very nicely presented 
puzzle game —- some great 128K 
tunes, colourful titles and an 
adorable character sprite. The 
pseudo-3D view works. well, 
although some of the blocky 
colours of carrots and eggs look 
a bit messy compared to the 
rest of the graphics. The Carrot 
Harvest mode mostly relies on 
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Control keys: Q/A, O/P 
Joystick: Kempston, Sinclair, 
Cursor 

Keyboard play: responds well 
Use of colour: every level is 
bright and colourful 

Graphics: a good attempt to 
copy the original look 

Sound: jolly music and some 
spot fx 

Skill levels: 2 

Lives: 1 

Screens: 50 

General rating: A good port and 
in general better than the original 
mobile game. 
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DEAD SPACE 


Author: Radastan 
Memory: 48K 
Released: 2017 


\ fhen Sci-Fi survival horror 
Dead Space from EA crept 

out of the shadows in 2008 and 
onto Xbox 360, PS3 and Windows 
who could have imagined that one 
day this nightmare inducing title 
would appear on the Spectrum, 
but thanks to Spanish Speccy 
programmer Radastan it has. So 
it's time to don your 8-bit-styled 


RIG and tackle some irate Necro- 
morphs — of course, not as gun ’n 
run scary as we remember! 

In this slim-downed slice of 
Dead Space, we have an ever- 
so-slight plot to keep the game 
rolling along. Aboard the scientific 
station Omega-Six everything has 
gone a bit to cock and the HSE 
aren’t best impressed. Now with a 
large portion of the crew mutating 
into beasts from everyone’s worst 
nightmares, it’s up to you to locate 
and rescue 11 remaining survivors 
aboard the station. 


Don’t expect this 8-bit release 
to match the original titles in style. 
What Radastan has delivered is 
a flip-screen, top-down view of 
the maze/corridor setting. Here 
you search the labyrinth that is 
the Omega-Six Station, learning 
to time not only the paths of nu- 
merous deadly infected humans 
turned hellspawn, but also the 
many electric traps. Players of 
Radastan’s other releases, such 
as Mag the Magician or Flame 
Princess Adventure Time will al- 


ready have a feel for this game’s 
style; the love of such titles as 
Terminus from Mastertronic or 


Project Future from Micromania 
is worn openly on this program- 
mer’s sleeve. Dead Space is a free 
download. 


e The look of Spectrum Dead 
Space is perfect. Radastan could 
have easily stumped for black 
corridors, with dark blue walls and 
even glummer looking bad guys, 
however here we have some 
bright colours and bizarre looking 
creatures bobbing around all over 
the place, while our main hero is 
clearly identifiable in the RIG suit 
as he stomps around the ship 
looking for his 11 lost comrades. 
Not everything is as rosy, 
sadly. Its hard to forget the 
weapons the hero has at his 
disposal in the original versions 
but now there are none — not even 
the basic Plasma Cutter, which (if 
I’m being totally honest) | would 
have expected to be the only 
weapon in the Spectrum release. 
Other minor bugbears are lack 
of indication of survivors rescued 
and — a running Radastan theme 
— there’s no score! I’d have liked 
to earn a few points for picking 
up a survivor or two. This said, 
Dead Space looks the part and 
you can’t help but smile when 
you see it in action. 
Villordsutch 


e With the aesthetics and playa- 
bility of an old school/early years 
style of Spectrum game, Dead 


Space has a certain charm. The 
movements are jerky as they are 
tile based, the animations are 
limited to a few frames and the 
sparse spot effects are adequate 
enough. 

That all sounds like a negative, 
but for me it’s the polar opposite. 
If the demake was done in the 
style of latter years Spectrum 
games, it would pale in compar- 
ison to its source material. This 
way the game is crude enough to 
be fresh and can’t be compared 
too strictly. 

In spite of this advocacy, | 
still have to say it is just another 
maze game. The fixed path of the 
enemies doesn’t really give much 
challenge and without any form 
of pursuit, | simply grew bored in 
my quest of wandering about to 
rescue the survivors. There just 
isn’t enough in the game to keep 
the player enthralled. 

Gordon King 


Controls keys: Q/A, O/P, 

Space = start 

Joystick: Sinclair 

Keyboard play: responsive 

Use of colour: unlike the original, 
bright and cheery 

Graphics: large sprites 

Sound: 48K spot fx 

General rating: a great little title 
to download and play, but lacking 
in long-lasting challenge. 


IMAGINE — 


Being able to play Fruit Machines for free. FESS 2% 
Machines that have been emulated for play 
on your PC using actual fruit machine 
software. 


EMULATION 


Brings the real machines into your home for 
zero cost and zero risk using the MFME 
emulator. 


PLAY 


Games from decades ago that you will never 
see again in your local club or arcade. Relive 
those memories from snooker halls or 
casinos where you chased the pots and 
prayed you would have enough cash to take 
you to the end. 


VISIT 


Desert Island Fruits and download all you 
need to enjoy the journey for free. There are 
no hidden charges and the site is run by a 
donation scheme for those that wish to : 
support. 7 


J 0 ] N Actual fruit machine emulation running within MFME* 

A small emulation scene that has been 
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Base 


* www.dxcellent.com flying giraffe - Chopaholic - wearecity - Gary - Geddy 
* www.dadsfme.co.uk Monk3yboy1985 - nige4554 - evol - superbank 

* www.fruitemu.co.uk mikmonty - AK45 - fjustices 

* www.fruit-emu.com AJP1880AJP - Dougsta - gqwa125 


linford - nemo - watchformyhiddentreasures 


M F M F Rpidemon - chris1235 - lampieuk 


MFME is the multiple fruit machine emulator J —_—_— ra 
written by Wizard available to download from = *MFME is compatible with FM wwe 


www.desertislandfruits.com. Windows XP. 7, 8 and 10 


Note you must be registered to access the 
downloads. 


www.desertislandfruits.com 


‘Twas brillig, and the slithy toves did gyre and gimble in the wabe: All mimsy were the borogoves, and the mome raths outgrabe. 
“Beware the Jabberwock, my son! The jaws that bite, the claws that catch! Beware the Jubjub bird, and shun the frumious 


Bandersnatch!” 


Imagine’s ‘lost’ megagame was the scandal of the age. Now WILL BROOKER goes... 


with two words near 

the bottom — Psyclapse 
& Bandersnatch - and below it, a familiar 
ice-blue logo. Imagine ... The Name of the 
Game. Little more than a blank sheet of A4, 
but | tore it carefully out of CRASH and blu- 
tacked it to my bedroom wall, next to the 
Oliver Frey posters, the Go West pin-ups and 
the pictures of pretty girls. | stared at that 
advert every day, wondering what the games 
would look like. Just two words, but they were 


[ was just a white page, 


enough to paint 
incredible pictures in my head. 
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bosses Mark Butler and David Lawson 
understood something fundamental about 
ZX Spectrum games. The best part — the real 
magic — was often the anticipation. There’s an 
old advertising slogan, ‘sell the sizzle, not the 
sausage.’ They sold the sizzle. Sometimes 
there wasn’t much meat behind it. 

The next wave of promotions gave no 
more hints about the game content. Instead, 
lmagine took the unusual step of showcasing 

the programmers — lan Weatherburn, 
Mike Glover, John Gibson and Eugene 
Evans — grinning and pointing at a 
glowing screen. ‘They may be smiling 
now, but they are about to encounter...’ 
warned the caption, followed by the 
two titles. The text promised that 
Psyclapse (for the Commodore 64) 
and Bandersnatch would be the ‘most 
sensational, mind boggling games ever 
imagined ...the two most exhilarating 


NATCH 


experiences ever.’ 
Rather than telling 
readers about the 
games themselves, Imagine was constructing 
an exaggerated, behind-the-scenes story. 
With hindsight, it was a red flag. 

The subsequent advert caught up with 
the four programmers, who now looked 
haggard and exhausted. ‘Can they maintain 
their sanity? Will they crack under the mental 
burden?’ The copy toyed with expectations of 
Psyclapse and Bandersnatch, and highlighted 
the lack of any solid information: what we’d 
now call turning a bug into a feature. ‘Rumours 
abound that they’re adventure games, they’re 
arcade games, they’re completely original 
concepts in computer entertainment.’ Again, 
cynics might have suspected that even the 
bigwigs at Imagine weren’t sure what the 
games were like, but at the time, nobody saw 
through the bluff. 

The third update assured readers that 
both projects were entering their ‘final 
phase of creation.’ ‘Reinforcements arrive!’ 


PSYCLAPSE & BANDERSNATCH 


REINFORCEMENTS 
ARRIVE! 


Imagine had an uneven reputation when 
these adverts first appeared in 1984. Their hits 
— solid shoot-’em-ups like Arcadia, arcade 
classics like Zzoom, and the impressive, 
underrated Alchemist — were balanced with 
stinkers like Ah Diddums, Molar Maul and 
Schizoids. But their marketing was among 
the best in the business, because company 


Psyclapse & Bandersnatch, a treat for your 
senses, coming soon from Imagine. 
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blared the advert’s headline. Steve Cain, Ally 
Noble and Dawn Jones, ‘three of the most 
accomplished graphic artists in the country,’ 
were taking over the animation, while Abdul 
Ibrahim and Fred Grey, shown jamming on 
keyboard and guitar, had been brought in 
to provide ‘electrifying music’. Psyclapse 
and Bandersnatch themselves were now 
described as ‘a treat for your senses’: not 
just games, but experiences. There were still 
no screenshots, no cover art, no descriptions 
of the story, the characters or the gameplay. 

The anticipation was heightened by 
magazine previews and interviews. Bruce 
Everiss, the company’s Operations Manager, 
revealed that the programmers had reached 
the limits of the 48K Spectrum, and that 
the games would be released with an add- 
on memory pack. The extra hardware 
had a distinct advantage for Imagine, too, 
as an anti-piracy measure. As a result, 
Bandersnatch was going to cost between £20 
and £40, an astronomical price for the time, 
but Everiss promised that when fans loaded 
it up, they’d realise it was worth the money. 


‘The limits of the 48K Spectrum have been 
reached’ — Operations Manager 
Bruce Everiss 


. 
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Even the term ‘game’ had been dropped now. 
These were ‘megagames’. They were more 
incredible than anyone could imagine. | put 
Bandersnatch at the top of my Christmas list, 
certain that it would consume my evenings 
after school for weeks, if not months. 

And then, nothing. After all the tease, 
all the promises — all the reports about the 
programmers’ struggle and the arrival of 
the musicians and artists - the megagames 
simply seemed to disappear. To quote Lewis 
Carroll, who invented the Bandersnatch in 
his poems ‘Jabberwocky’ and The Hunting 
of the Snark, they had ‘softly and suddenly 
vanished away.’ 


Imagine crashes out 
What happened to Bandersnatch? The first 
answers came surprisingly quickly. In the 
1984 CRASH Christmas Special, editor Roger 
Kean referred readers to a recent BBC2 
programme, Commercial Breaks, which had 
screened on 12 December. It had started as a 
documentary celebrating the glamour of the 
computer game industry — teenager Eugene 
Evans was said to be earning £35,000 a 
year, while the company garage gleamed 


with Ferraris, BMWs and a custom-built 
motorbike — but became a unique record of 
a company plummeting into a nosedive, a 
disaster caught on camera. 

The problems stretched back for months. 
Work on the megagames, it turned out, had 
clashed with the development of software 
promised to the publishers Marshall Caven- 
dish. Imagine co-founder Dave Lawson had 
insisted that the programmers should be 
left alone to concentrate on Psyclapse and 
Bandersnatch, and other work was put on 
the back burner. 

Marshall Cavendish, unhappy about the 
lack of progress on their own games, and 
the poor quality of what they’d been shown 
so far, pulled out of the deal and demanded 
their money back. But the money had already 
been spent —- on those ‘reinforcements’ from 
the advertising campaign, the world-class 
musicians and artists who were supposedly 
putting finishing touches to Psyclapse and 
Bandersnatch. |Imagine’s costs were sky- 
rocketing. Even the designer of the adverts 
and box art, Roger Dean, had asked for 
£6,000 up front. 

The company’s hopes were now invested 
in the megagames. With so much publicity, 
and each cassette selling for a proposed 
£30-40, the release of two genuinely ground- 
breaking hits could have rescued Imagine. 


Mark Butler and Dave Lawson, 
who co-founded Imagine with Eugene Evans. 


But the hardware expansion had also run 
into problems - Lawson and Butler didn’t 
know how many units to order, and couldn’t 
afford to have them made in bulk — and even 
the games themselves now seemed shaky. 
The documentary showed Zzoom creator 
John Gibson working on Bandersnatch, but 
Psyclapse was, in Roger Kean’s phrase, 
‘nowhere, nothing more than a paper idea.’ 
By the end of June 1984, Bruce Everiss 
had resigned, and the baliffs moved into 
Imagine’s offices. The documentary shows 
programmers coming back from lunch, trying 
to force their way in, and then pleading for 
their belongings. ‘I’ve got m... I’ve gota 
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cheque book and everything in there. My bag, 
can you just get that for me?’ It’s a far cry 
from the image of teenage game developers 
driving Ferraris. The dream was over. 


Bandersnatch cloned 
Did Bandersnatch ever really exist, or was it, 
like Psyclapse, nothing but an idea on paper? 
Commercial Breaks shows sales manager 
Sylvia Jones trying to pitch the game to Bir- 
mingham distributor Chris Hedges in June 
1984, without having seen it herself. Hedges 
isn’t even clear about the name. 

‘When are we going to see it, Sylvia?’ he 
asks. ‘Bandersnatcher?’ 

‘Probably about four weeks,’ she replies, 
promising a launch at the end of July. 
‘We'll give you a preview.’ He doesn’t seem 
convinced, and he’s astonished when she 
suggests a price point of £39.95. ‘Every time 
| speak to you, it goes up!’ 

‘You'll get used to it,’ she tells him, and 
distracts him with plans for an ‘LP made 
up of music’ to accompany the game, with 
‘probably a famous voice-over.’ So far, 
Bandersnatch looks like little more than 
vapourware: a balloon of hype, with invented 
extras and expensive add-ons hiding the fact 
that there was no game at the centre. 

We catch a glimpse of the software 
itself in a clip from May 1984, when veteran 
programmer John Gibson is shown working 
on the animation. There’s a cyan floor, tunnels 
outlined in magenta, yellow lamps overhead, 
and a sprite Gibson describes as a policeman, 
chasing the protagonist from left to right. 
Though Gibson is trying to fix a bug, we can 
already see the smooth scrolling between 
screens, and a busy play area with multiple 
figures and convincing character movement. 


In the context of other Spectrum games, it 
looks like Dun Darach in a future city, a more 
crowded Marsport, or a less cartoonish take 
on Everyone’s A Wally — all of which were 
released in 1985. For an unfinished arcade 
adventure in May 1984, Bandersnatch seems 
sophisticated. But was there more to it than 
just a few rough sequences? 

Nick Alexander, managing director of 
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Virgin Games, saw Bandersnatch in June 
1984 and suggested that ‘it obviously still 
required a great deal of programming and 
didn’t look very impressive.’ Programmer 
Marc Dawson disagrees. He was working 
for Imagine at the time, and claims that ‘the 
games were nearly there. The technology was 
done, just the money ran out... the quality 
was exceptional.’ The website Games That 
Weren’t suggests that both Psyclapse and 
Bandersnatch reached ’30-50% completion 
status’; Frank Gasking, a contributor to the 
same site, believes ‘the game wasn’t near 
completion’, and suggested to me in an email 
that ‘the engine was mostly finished, but the 
content was lacking.’ ‘The only people who 
really know,’ he concluded, ‘are those who 
worked on it’: people like John Gibson. 
Gibson still remembers that last day 
at Imagine. As he told Peter Ward at Retro 
Gamesmaster, ‘| was so engrossed _ in 
Bandersnatch that it wasn’t until | noticed the 


people around me pointing and whispering 
that | took in what was going on. A lot of what 
happened that day | missed and didn’t find 
out about until | saw the BBC2 documentary.’ 
But some of his most incredible experiences 
took place off-screen... 
‘Dave Lawson wanted to salvage the 
Sage IV computers containing the source 
code for Psyclapse and Bandersnatch. He 
wanted the two of us to sneak out the back 
door, put them in our cars (Eugene’s Lotus 
and my Porsche) and take them back to his 
house in Caldy on the Wirral. That proved 
to be easier said than done.’ 
They made it to the back door before the 
bailiffs caught them; they beat a retreat up 
the stairs, and ducked into the nearest toilets. 
Gibson and his fellow programmer each put 
their computer — ‘a hefty beast’ — on the seat, 
stood on them and waited while the bailiffs 
checked under the cubicle doors, then left. 
So the code survived. Gibson and other 
members of the Bandersnatch team set up 
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Two screens from 
Gift From the Gods above and 
Bandersnatch as a Sinclair 
Research QL game. 


their own independent company, Denton 
Designs, which went on to release Gift from 
the Gods and Frankie Goes To Hollywood: 
perhaps the closest we’ll get to seeing the 
megagame on the Spectrum. Gibson himself 
suggests that Gift from the Gods was ‘a 
Bandersnatch clone’, his favourite creation 
‘because, in a roundabout way, | got to see 
Bandersnatch published.’ 

Though the idea of a large, controllable 
character moving from left to right through 
a network of rooms and interacting with 
the environment is clearly indebted to 
Bandersnatch - and the player sprites 
are very similar to what we glimpse in the 
documentary — Frankie and Gift from the Gods 
are, just as obviously, entirely different from 
the megagame. Though the gameplay may 
be similar, Greek mythology and the search 
for the Pleasuredome were never part of the 
plans for Bandersnatch. How do we know? 
Because the preliminary box art, game pitch, 
concept sketches and inlay materials were all 


sold at auction in 2015, and generously made 
public by both the buyer and seller. Mark R. 
Jones, the artist behind classics like Ocean’s 
Wizball, subsequently uploaded scans to his 
own social media pages. 

Thirty years on, we could finally see the 


‘Galactic Policeman’ glimpsed in the clip from 
Commercial Breaks, and other characters like 
the Assassin, the Chief Engineer and Baron 
Hama. From the comic book that would have 
accompanied the game, we get a sense of 
a satirical, near-future setting, firmly in the 
2000AD style. ‘The general concept,’ runs 
the pitch, ‘is for the player to enter a bounded 
world where everything is possible.’ The 
gamer could interact with a ‘cartoon-quality’ 
environment and its inhabitants, choosing his 
or her own way through the adventure and 
taking either an arcade approach or engaging 
more slowly and thoughtfully with the puzzles. 
Speech balloons appearing from the main 
character’s mouth would suggest possible 
actions: run and hide, fight or ‘play dead’. 
Bandersnatch would have been a sandbox 
game along the lines of Grand Theft Auto or 
Red Dead Redemption . .. onthe ZX Spectrum 
in 1984. No wonder it was never finished. 

But there are other traces of what might 
have been. When Imagine went down, 
the team split in two. Denton Designs, 
as we saw, built some of the ideas from 
Bandersnatch into Frankie and Gift from the 
Gods. lan Hetherington and Dave Lawson, 


meanwhile, formed another company, 
Finchspeed (later renamed Fireiron), and 
sold Bandersnatch to Sinclair Research, as 
a QL game. Finchspeed folded, too, and 
Hetherington and Lawson, undaunted, set up 
anew company called Psygnosis. The name 


was inspired by Psyclapse, but the first game 
they released for the Atari ST and Amiga was 
Brataccas — the closest the industry ever saw 
to Bandersnatch itself. 

The scenario matches what we now 
know of Bandersnatch, with a few tweaks. 
It takes place on a distant asteroid colony — 
Bandersnatch was also set in a space colony 
on the outskirts of the galaxy - crowded 
with non-player characters like policemen, 
criminals and patrons of the ‘Calypso Bar’. The 
screen is crowded, too, with speech bubbles, 
signs and graffiti. In Spectrum terms, it most 
resembles the Melbourne House Judge Dredd 
game from 1987, with its comic-book-style 
‘BLAM’ sound effects: fitting, considering 
Bandersnatch’s debt to 2000AD. But as the 
direct descendant of a megagame, Brataccas 
isn’t exactly inspiring. Antic magazine scored 
it a mediocre 5 out of 10. 

So rather than Bandersnatch itself, we’re 
left with its cousins, its clones, its ghosts. In 
September 2014, a Sinclair QL cartridge went 
up for auction, with ‘Bsnatch’ scrawled in red 
marker pen on the base. QL users spent the 
next few years trying to get the code to run, 
taking screengrabs before their emulators 


crashed, and uploaded images of what they 
found. Green platforms, red brick walls with 
scattered signs, a protagonist in a scarlet suit 
— it’s clearly the game that was reworked as 
Brataccas, in an earlier incarnation and under 
a different name, but it’s just a demo. Your 
character wanders the environment alone, 
opening doors and using elevators, without 
enemies, objects, a plot or a purpose. 

That’s all that remains of the original 
Bandersnatch, for now, and there seems 
little hope of recovering more from the 
programmers. John Gibson no longer has 
the original code. Ally Noble says the sprite 
art might still be in her attic. Steve Cain, 
sadly, died in 2006. We’re left with our own 
speculations about what the megagames 
could have been —- and looking back, no 
Spectrum software could ever have lived up 
to the images those first adverts put in my 
head as a teenager in 1984. 

Maybe imagination was better than the 
real thing, after all. 
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Bandersnatch reincarnated as Brataccas, 
first of the games from Psygnosis. 


Will Brooker is Professor of Film and Cultural Studies 
at Kingston University, London. He is the author of 
several books on popular culture, including Batman 
Unmasked, Using the Force, Hunting the Dark 
Knight and Forever Stardust: David Bowie Across 
the Universe. Will’s first published work was in 
CRASH issue 51 (April 1988) with the article Looking 
for Another Angle — ‘a fresh look at 3D games’; of 
course, he was a mere youngster then! 
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WONDERFUL DIZZY 


TOP TIPS FROM THE OLIVER TWINS 


I think | reviewed pretty much 
every Dizzy game back in the 
day, so I’m really excited for 
The Oliver Twins new (old) 
game - Wonderful Dizzy! Philip 
and Andrew are good friends 
of CRASH, so they kindly gave 
us a sneak peak at the solution 
to the game. We don’t want 

to spoil the fun, so here are 
some select top tips to get you 
started in the new adventure... 


1. Follow the Yellow Brick Road! 
Well it had to be, didn’t it? 
Talk to Bog, The Munchkin 
Mayor, he’ll give you the 
Yellow Gate Key that opens 
the gate to the famous road, 
leading to the Emerald City 
and The Great Wizard of Oz. 

2. You'll discover the Sleepy 
Scarecrow in The Cornfield. 
He obviously needs cutting 
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down, luckily there is a 

Pair of Scissors inside the 
Munchkin Hut. 

There’s only one thing the 
Tin Woodman could possibly 
want — An Oil Can. Explore 
High In The Tree Tops where 
you'll find the item you need 
— give him a squirt and he will 
reward you. 

To get across the Tinker 
Bridge, Rosie Riddler 

wants ‘The band that never 
plays’. No, not Oasis, in The 
Haunted Hallows you will 
meet Wonky Donkey and his 
snout is snapped shut with 
A Rubber Band! 

Be careful when around The 
Poppy Field — those flowers 
have a magic sleep spell 
that will sap your energy. 
You'll come across a 
Sergeant and Commodore 


arguing about which is best 
while they guard a door - 
the Spectrum or C64. To 

get past each one, you will 
need the correct magazine — 
CRASH or ZZAPI!64. 

As with all Dizzy games, 
there are some pixel-perfect 
jumps needed to progress. 
The Harbour Bridge is one 
such challenge — time it 


OH tIy?t 
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Dread Castle 


perfectly and you will reach 
Pirate Bay. 

8. Once inside the Emerald 
Throne Room, keep an eye 
out for the balcony. Here 
you will see each of the 
characters you have helped 
along your journey so far. 

9. We all know what kills the 
Wicked Witch of the West, 
right? Well this is a Dizzy 
game, so expect a twist! 

10. Grab a Raffle Ticket — it can 
win you a Pac-Man Toy when 
you reach the Toy Shop! 

11. If you find a Red Herring — 
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BABY MONKEY ALBA 


BABY MONKEY ALBA 


A mash-up between Jet Set Willy and the Donkey Kong Game 
& Watch games, Baby Monkey Alba was created by Javier 


chkin Village w 
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ignore it! It is nothing but a 
red herring! 

12. You'll need a lot of Red 
Balloons to get the hut 
into the air to complete the 
game. Can you remember 
how many the classic 80’s 
song by Nena suggested? 


@ If you play the classic 
Spectrum version you get a 
colour clash message from 
Dizzy about his Magic Boots, 
‘| seem to take on the colour 
of the background when I’m 
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wearing them!’ 

@ The Different Colour Dragon 
isn’t called that for nothing — 
each time you enter the screen 
he will be a different colour! 

@ For fun, try giving the wrong 
magazine to the wrong guard 
and watch them get annoyed! 

@ Remember Wizard Zaks from 
the original Dizzy games? 
Well the Wicked Witch of the 
West could be his identical 
twin sister! 

@ The Toy Shopkeeper appears 
‘as if by magic’ when you enter 
the shop. It’s all a bit Mr Ben! 


— = . 
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Quero as part of the ZX-Dev Conversions competiton. Here 
are some evergreen tips for this kind of game to get you 
started... 


@ Pixel perfection is the order of the day, wait until the very last 
pixel before making that jump to maximise your chances. 

@ Each of the jungle creatures you come across has a predictable 
pattern, so just watch them for a while to anticipate where 
they’re going to end up next. 

@ You can hide out on the climbing vines for a breather! 

@ When it seems there is no way through, try using the 
butterflies. They may look like the other deadly creatures, 
but the butterflies are here to help you through the screen by 
bouncing and riding on them. 

@ There are minimal instructions, but remember the tried and 
tested rules that green things are good, red things are bad, and 
collecting giant keys will always get you further into a game! 

@ If it seems there is no solution — try jumping into an adjacent 
screen — you may find another way through. 

@ Wondering what that 128K music is while you play? It’s ‘Clint 

Eastwood’ by Gorillaz! Great job. 


BABY 


MONKEY ALBA 


BABY MONKEY ALBA 
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INCREDIBLE 
SHRINKING 
PROFESSOR - 
THE MAP! 


A big thanks to reat" = 


sees Pee OPS LEER PEELS SLES LLL LES LESS LLL 
programmer John Blythe sme UNI en ee te ots veuaieene aie 212 BA 
for sending us a map to 


his cool platform game 
The Incredible Shrinking 
Professor. Along with the 
key, it should help you to 
crack this platformer. 


ELIXIR ITEMS 


Extra life 
Cotton thread 
Extra pill 
. Mini crowbar 
Bug spray 


Use objects 


It’s a tough challenge to get a five-star ranking in our developer diary 
game (pages 64-69), but here are some hints to get you started. 


‘Inspired’ by Nintendo’s game Quest for the Golden Apple 1. Master boosting and not boosting. Switching rapidly between fast 

of a similar name, here are KAGE Ty and Slower flight is key to avoiding creatures while still making it to the 
some hot tips... storms in time and delivering energy to conduits as quickly as possible. 
2. Once you’ve unlocked the right-most conduit (REACTION) you should 


@ Talking to the residents of the ' me look for opportunities to grab single orbS,and deliverthem to conduits 
island is the way to go, they will = ; . so that you can maximise thé devibleeerbiability. 
always have a useful clue. Wee 3. Watch which direction storms are travélliig and look foropportunities 

@ Bubba has his sword to protect ™%]|.~ toignore the storm; it can’t take enefay fromrConduits that Raye none! 
himself, but remember that 4. Choosing the correct order for unlocking the conduits is Ke¥yto getting 
those monsters will keep a good ranking. One of the best orders to collect the conduits is as 
regenerating, so sometimes it’s “y _ follows (it’s important to keep the storms and sky creatures under 
better to run! -—- - control before they become too aggressive): 

@ Need some metal fixed? Try the € 5 - ANTICIPATION — unlocks ‘Harmony’— makes the creatures easier to avoid. 
Blacksmith with his hammer. a 

@ You'll encounter crabs, spiders, i - 8- REACTION — unlocks ‘Harvest’ — double energy on the first pick-up. 
scorpions and even pig faced Ere racecar cera %® 4— ACTION — unlocks ‘Stormchaser’ — storms are slower and easier to stop. 
devils in the game — they will all f 1 — SIMPLICITY — unlocks ‘Energy’— more energy orbs appear in the world. 
nu YOU BAG, ay poke en anh ¥ 7 - OBSERVATION — unlocks ‘Calm Skies’— storms appear less often. 
your sword, quick as you can. = 

@ The scariest baddy is the nes {F: 3 - CURIOSITY — unlocks ‘Life Force’— special Magenta Creatures appear. 
Screamer — he just runs about i «> 6 — REASON - unlocks ‘Stillness’ — less creatures appear. 
screaming . .. and hurting you. : : ‘TF 2— PERSEVERANCE — unlocks ‘Retain’— less energy taken by creatures. 

@ Cyan coloured shallow water “ eo 
you can splash through, dark % 5. Five-Star Ranking unlocks a new dragon and difficulty level, so play 
blue water is deadly! st again if you get a 5-star rating! There are even rumours of a further 


special dragon for those who can prove their skills a second time... 
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Robin Candy 
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Hannah Smith 


Like an early Great British 
Bake Off, in Cookie Charlie 
The Chef has to get a grip 
on his ingredients to make 
a delicious cake! 
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TOURMALINE 


Publisher: RetroSouls 
Author: Denis Grachev 
Memory: 48K 
Released: 2016 


Wwe the vast catalogue 
of Spectrum games over 
the years there is a rich seam of 
Boulderdash games to be mined. 
And with two official sequels and 
dozens of clones to choose from 
you’d be forgiven for thinking 
the seam has run dry. But you 
would be wrong, because that’s 
exactly what Tourmaline is. For 
those who have been living 
under a rock for the last 30 years, 
this type of game is usually a 
combination of maze and puzzler 
-— and Tourmaline is no different. 
The objective is simple: collect 
diamonds scattered throughout 
a maze of caves from under the 
noses of the local troglodyte 
nasties and make good your 
escape. You play as a robot who 
looks like he’s on secondment 
from CBeebies - far too cute 
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to not have a name (ideas on 
a postcard, or the back of a 
stamped envelope to...). The 
learning curve is fairly smooth, 
starting out with a basic maze 
and then additional puzzle 
elements are slowly introduced: 
bad guys who look like your 
t-shirts suddenly become both 
sentient and evil, and eventually 
a lava overflow devours the mine, 
crystals, and you if you’re not 
quick enough. 

Clearing the 15 or more levels 
is a simple matter of collecting 
all the diamonds, which is 
achieved by pushing boulders 
around, dropping them onto 
the unsuspecting t-shirt cave 
monster below. You can also 
push giant bubbles in any of four 
directions to help keep the bad 
guys at bay while you plunder 
the mine. When you kill an enemy 
it turns into a diamond, which 
must be collected before you are 
allowed to level up. Luckily, you 
are provided with an unlimited 


supply of dynamite, making it 
easy to get aggressive when the 
need arises. 


e The first thing you notice about 
Tourmaline is that it looks great: 
the animation of our nameless 
hero, the bubbling lava in the 
background and the shimmering 
crystals. 

The graphics make clever 
use of the Spectrum’s capabil- 
ities and, along with some nice 
level design, make Tourmaline 
a lot easier on the eye than it is 
on the brain, especially in later 
levels. If the unlimited dynamite 
sounds like it should make the 
game too easy, be assured that 
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the design of later levels, ap- 
parently erratic behaviour of any 
enemies you accidentally release, 
and eventually the encroaching 
lava are threats enough to keep 
things interesting. And if even 
that isn’t enough of a challenge 
for you, just load the game up 
and listen to the selection of awe- 
some AY tunes that accompany 
your exploits. 

I'd say this is probably close 
to the ultimate evolution of the 
Boulderdash genre; my only real 
criticism is that your current level, 
lives, etc, are only visible on the 
pause screen, so you can’t see at 
a glance how well you are doing. 
Overall, Tourmaline is a game that 
looks great, sounds great, plays 
well and is a free download (or 
£10 +p&p on cassette). If you’ve 
ever enjoyed a Boulderdash-style 
game, there’s no good reason 
not to add this to your software 
collection. 

Steve Trower 


e What a brilliant Boulderdash 
clone Tourmaline is. In fact, it 
does things that Boulderdash on 
the Speccy couldn’t deliver (the 
scrolling was god awful). With this 
spelunking adventure, you get not 
only silky smooth scrolling, you 
get a gorgeous array of colours 
throughout. There is a fantastic 
128K sountrack, that is now an 
earworm in my head. This is a 
real solid game with some decent 
level design. It may not be the 
original, but it’s a worthy variant 
and still retains that essential 
ingredient — addictiveness. The 
only thing overshadowing it is 
the original Boulderdash, which 
despite its flaws, has absolute 
top-notch level design. 

Gordon King 


Control keys: Q/A, O/P, M, 
Space 

Joystick: Sinclair, Kempston 
Keyboard play: occasionally too 
responsive! 

Use of colour: suits the game 
style perfectly 

Graphics: nice sprite animations; 
backgrounds are uncomplicated 
but very effective 

Sound: some absolutely 


cracking in-game tunes on an 
AY-equipped machine 

General rating: Tourmaline 
rocks. An absolute gem of a 
game that shouldn’t be missed. 


Limited Edition Prints 
As good as owning the original 


signed and numbered, each print limited to 
an edition of 50 — over 90 classic images 
to choose from all hand printed 


http://oliverfreyart.com/limited-edition-prints/4547006531 
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Publisher: Softwarecete 

Authors: Alvaro Richarte 
Banegas, Felipe Aguilar 
Picazo, David Sanchez 
Robles 

Memory: 48K 

Released: 2015, reissued 
2016 (bugfix) 


ver the last few years home- 

brew coders have been 
squeezing ever more complex 
and pretty looking games out of 
the Speccy — which is fantastic 
of course, but some days you 
just want it to be 1983 all over 
again and this Manic Miner clone 


PAL 


week, while dodging everyday 
hazards and collecting useful 
and/or fun objects along the way. 

In keeping with its inspiration, 
the early levels present little 
challenge, but from there the 
difficulty level starts to ramp 
up, immitating Matthew Smith’s 
trademark platform _ insanity, 
and the perils of conveyors and 
collapsing platforms cranked up 
on later levels — there are 20 new 
designs in all - like ‘Las navajas 
del Wok’ (The Knives of the Wok), 
which is surely the most politically 
incorrect Chinese takeaway in all 
of Spain. 


RARARARRRA 


might just be the scratch to the 
itch. For despite its name (in 
English subtitled: On the Way to 
the Costa Blanca), this is a Man- 
ic Miner mod, in which you play 
chain-smoking civil servant Luis. 
The goal is in the title — get Luis 
there to meet his chica and enjoy 
a weekend on the beach. This 
involves guiding him through the 


CRITICISM 


e The greatest flaw is that Jet Set 
Luis doesn’t really bring anything 
new to the table. It’s almost a 
translation of Manic Miner rather 
than a new game in its own right; 
but as Manic Miner is a legend of 
Spectrum gaming, 20 fresh levels 
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must be a good thing. Admittedly 
my kindergarten Spanish could 
be doing the creators an injustice; 
the instructions tell of how Luis’ 
arch enemy has been developing 
a plan to change all the laws of 
the known universe, so if you can 
read Spanish there’s probably 
a whole new dimension to this 
game that | barely scratched 
the surface of. Unfortunately 
all the Spanish | know | learned 
from Dora the Explorer, so the 
level names are probably full of 
hilarious Pythonesque symbolism 
completely lost on me. 

Jet Set Luis may not break new 
ground technologically (it didn’t 
seem to get as difficult as quickly 
as Manic Miner) and it certainly 
won't be the most original game 
you'll play this year, but it’s a lot 
more fun than spending hours on 
Google translate. It’s also a great 
nostalgia hit, a game that cries out 
to be played on the living room 
floor with a can of Quatro and a 
Sherbert Fountain within reach. 

Steve Trower 


CRITICISM 


approached this with 
trepidation — being a Manic Miner 
and Jet Set Willy aficionado, I’ve 
played many of the ‘sequels’ 
written in the editor. The key to a 
good Manic Miner clone is that of 
level design. Everyone can use an 
editor, but can they create a good 
level? | am happy to say that it’s a 
big YES for Jet Set Luis because 
the game isn’t pretending to be 
a continuation of the Miner Willy 
universe, it has its own tale to tell. 

The levels are a pleasure to 


play and my goodness, some 
were bloody tough [No swearing 
please —Edj. Thank goodness 
you get more lives than you did 
in Manic Miner. And, as with the 
original, the levels have varying 
learning curves, so increasing 
skill isn’t earned in a_ linear 
fashion. That doesn’t matter 
though, | rather like this and it put 
a smile on my face when | played 
it. | think that’s what it aimed to 
achieve. Oh...and 6031769 
works in this for the level teleport 
code. Bonus. 

Gordon King 


COMMENTS 


Control keys: O/P, Space 
Keyboard play: frustratingly 
precise for those pixel-perfect 
jumps 

Use of colour: minimal colour 
clash; the green background was 
possibly ill-advised though 
Graphics: very ‘Matthew Smith’ 
(if not actually his sprites) 
Sound: repetitive in-game 
beeper music and simple jump/ 
score sounds 

Screens: 20 

General Rating: it is Miner 
Willy’s uncouth Spanish cousin; 
deliberately derivative, but good 
old-school fun. Will probably 
score higher if you speak the 
language. 


Use of computer 72% 
Graphics 178% 
Playability 78% 
Getting started 16% 
Addictive qualities 86% 
Overall 79% 


Publisher: Rucksack Games 
Author: John Blythe 
Memory: 48K 

Language: AGD 

Released: 2017 


et’s go over to Revanox Bio- 

Chemical Research, or more 
specifically its pharmaceutical 
and beauty division, and meet 
Professor Poldark, a labcoat who 
enjoys giving test rabbits facials 
and some great lipstick to wear 
[One for the RSPCA? —Ed.] 

Just as we get there, along 
comes the Military, dropping Mi- 
cro-bot Wasps, Lipstick Missiles 
and genetically modified insects. 
But Poldark — worthy of his name- 
sake, if less inclined to strip off at 
the drop of a hat — grabs anything 
he can to take on the approaching 
enemy. Unfortunately, in the pro- 
cess he accidentally covers him- 
self in more chemicals than the 
average supermarket vegetable 
and immediately loses conscious- 
ness. 

On waking up, the Prof has 
shrunk to only an inch high [it’s 
not a metric game, then? —Ed.] 
Playing, of course, the Incredibly 
Shrunken Professor, your only 
hope of resolving this distressing 
turn of events is to find the aptly 
named Embiggan Totalis Elixir (no 
doubt something with which Ron 
Weasley propositioned Hermione 
on their honeymoon). One element 
required sits on the top shelf in the 
lab, but the other ingredients are 
scattered around the place -— find 
them to complete the potion. 


e Big, bold and beautiful, the 
layout flows naturally through- 
out, especially during transitions 
from room to room. In fact when 
mapped the level design forms an 
impressive lab layout, logical in 
its route, and when coupled with 
the devious positioning of enemy 
characters per screen keeps the 
frame and pulse rate flowing at a 
high level. 

Aurally, everything feels clean, 
crisp and with a natural rhythm 
in line with the action, which al- 
lows for some precision jumping 


to be performed 
confidently using 
audio cues for 
timing. The mu- 
sic is gorgeous, 
harking back to 
some of the best 
synth tunes of the 
Spectrum’s _ prime, 
although — a minor 
gripe — the volume does over- 
shadow the sfx at times. 

The Incredible Shrinking Pro- 
fessor is a fine game, but it’s cer- 
tainly no walk in the park. Losing 
lives within the first two screens is 
a regular event until the best path 


and timing is discovered to escape 
each room’s deviously placed 
challenges and more might have 
been done to help newcomers 
to the platformer hazards ahead, 
perhaps by randomising the start 
location. Instead the player is 
forced to pass seven well-timed 
obstacles before exploration be- 
comes an option. A better defined 
difficulty curve would have re- 
duced some frustration. 


It's this key point that may 
affect the game’s longevity. On 
mastering it, the dedicated player 
won’t find much to return to, other 
than honing skills for a record run 
time. Newcomers may play for a 
few minutes, become frustrated 
by the inability to progress 
or explore further and opt for 


weesenee 


something else to play. This final 
drop of the ball just stops The 
Incredible Shrinking Professor 
from attaining classic status. 
Chris Thacker 


e The graphics are cute and col- 
ourful, with giant bottles, flasks 
and other lab equipment acting 
as platforms to jump over and 
around, reminiscent of the clas- 
sic 1936 Harman-lsing animation 
Bottles (look it up!). 


He) 


There’s a nice enough 128K 
tune, but you can’t seem to turn it 
off so after a while you may want 
to re-load it in 48K mode. There 
are beeper sfx, but they’re sparse 
and mostly related to enemies; 
there’s an odd tick that seems to 
coincide with your movement but 
only some of the time. 

Controls are responsive, but 
the gameplay is frustrating. The 
play area is quite small, and Blythe 


has tried to pack too much into a 
tight space. Within the first few 
screens you find yourself having 
to judge the timing to dodge past 
three enemies at once. And after 
that two more that don’t travel far 
enough to give you much leeway. 
There’s no health bar, just instant 
death, so you restart a lot. 
| think this suffers from a 
developer too familiar with 
playing it to give newcomers an 
easy ride, and as such it gets 
frustrating all too quickly. Perhaps 
hardcore platform gamers (or 
someone with a Lives POKE) will 
get more out of it. Others might 
prefer to move onto something a 
little more generous. 
Jason Railton 


Control keys: Z/X, K/M, L, 
Space 

Joystick: Kempston, Sinclair 
Keyboard play: plays well on 
keyboard but sometimes feels a 
little laggy when jumping 

Use of colour: good, although 
some levels make it hard to see 
yourself 

Graphics: detailed and varied 
enemies and environment 
Sound: music plays throughout 
the game, good use of sfx 

Skill levels: 1 

Lives: 3 

Screens: 23 

Special features: ULA Plus and 
Vega versions also available 
General rating: A good-looker, 
which would benefit from a 
better defined difficulty curve. 
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Publisher: Tardis Remakes 
Author: Soren Borgquist 
Jason Kendall (C64 

Original) 
Memory: 48K 
Released: 2018 


efore reading further, check 

out ‘Worst ZX Spectrum 
Games’ on YouTube. You may 
notice that between such vile titles 
as Eastenders and Super Gran 
a game appears once or twice 
called Sgij!. Released by Power 
House (budget offspring of CRL), 
it’s a hot mess. Looking nothing 
like the rather playable C64 
release, the blocky conversion 
was literally unplayable due to a 
programming cock-up. To save 
space here, read the hilarious 
Sqij! tale at Eurogamer: 


Je. But that was then and 
this is now, and Seren Borgquist 
has decided to put history right. 

No one quite knows what 
the name means, but the Sqij 
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in question is a blue feathered 
creature (in this instance you) 
with many caverns to traverse in 
search of the Tree of Life, which 
has been smashed into pieces. 

The caves —- naturally - are 
infested with many foes, and to 
make the goal even more difficult 
barriers block the path. Keys to 
them must be found in order to 
progress further and to discover 
all the scattered parts of the Tree, 
which must be assembled in one 
piece in the holy cave. 

Sqij! is a vast multi-screen 
maze game, with the feathered 
hero and the many denizens of 
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the caverns looking bold and 
each with their own style of 
animation. In effect, the quest is 
a simple classic-gaming affair of 
collect the pieces and bring them 
back to a central room, although 
since you can only hold two items 
at once it means spending a long 
time flapping about in this blue 
maze. 


CRITICISM 


e Unfortunately, one of the 
biggest issues with Sqij! is that 
everything looks so very similar 
from one screen to the next 
that any lapses in concentration 
leave you wondering where 
you might be. My other issue is 
that everything is out to kill you! 
This may sound obvious, but 
considering you can only shoot 
horizontally, and enemies spawn 
at random from all directions, and 
touching the walls saps energy, 
you start to feel Sqij! is somewhat 
biased towards the Tree of Life 
wreckers. 

Though the character graphics 
look excellent, a few licks of paint 


in the occasional cavern here and 
there may have broken up the 
sameness of the maze. Despite 
this you certainly won’t be finding 
the Tardis Remake version of Sqij! 
in a Worst ZX Spectrum Games 
list anytime soon. 

Villordsutch 


CRITICISM 


e So, Sqgij! — that famous terrible 
game — has been remade as a 
competent conversion from the 
C64. And does it do it? Yes. Was 
it worth it? Weeeell...here we 
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have a maze game in which you 
need to find a handful of objects, 
with a few keys and _ barriers 
to overcome along the way. 
Enemies come in from the screen 
exits, which would be fine except 
you can’t shoot the ones above 
or below you when you want to 
go that way. And taking away 
health simply for touching the 
walls is quite frustrating. 

There are occasional plat- 
forms that look like they might be 
somewhere to land, but aren’t, 
making me suspect the original 
game was just as incomplete. 

Sprites are all one colour, and 
messy — some redrawn, some 
still with their C64 blockiness. 
Movement and control is speedy 
enough, but glitchy collision with 
the background is irritating. To be 
honest the better graphics seem 
to have been reserved for the 
title screen, which comes with a 
competent beeper tune and so 
much promise... 

So, does it right all the wrongs 
of the past, and show what a 
great game_ shoulda-woulda- 
coulda come to the Spectrum? 
No, not really. It’s a competent 
conversion, but of a game that 
was pretty terrible to begin with. 

Jason Railton 


COMMENTS 


Control keys: redefinable 
Joystick: Kempston 

Keyboard play: responsive 

Use of colour: more variety in 
cave layouts would have helped 
Graphics: large animated 
characters from Lobo, Simon 
Butler and Redballoon 

Sound: good intro music by Saul 
Cross, general Speccy ‘burp’ sfx 
General rating: a tough little 
game designed at a ‘Spectrum 
Hard’ level; more competent 
than wonderful. 


Use of computer 76% 
Graphics 68% 
Playability 70% 
Getting started 72% 
Addictive qualities 60% 
Overall 62% 


Publisher: Timmy 
(Netherlands) 
Author: Timmy, 

Mister Beep (music) 
Language: Machine code 
Memory: 48K 
Released: 2010 


he aim of this collect ’em up 

is simple — wander through 
the forest picking all the cherries 
you can find. You’re not alone, 
of course, so it’s best to avoid 
contact with the other creatures, 
including, but not — as they say 
in legalese — limited to snakes, 
rodents and spiders. In effect, it's 
a case of collecting all the cherries 
on ascreen, at which point a gem 
appears for you to collect. All 
but one of the 25 screens has a 
gem, and the final screen a place 
to cram them all in to complete 
the game. On some screens the 
revealed gem isn’t so easy to get 
to. Another screen shows what all 
those gems might be for. 

The maze is an open world, 
so it’s very easy to wander off a 
screen before collecting all the 
cherries, which is not such a great 
idea because the timer — yes, 
you’re up against time — is not reset 
while all those damned cherries 
are, ready to be collected all over 
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again...and time’s running out. 
To add to the difficulty, contact 
with another creature slows you 
down, and when time is getting 
tight... 

Some _ collectable objects 
are a help: a shield to reduce 
Creature-contact damage; a 
magic wand resets the position of 
some monsters blocking access 
to areas you need to visit; a 
pendant can restore time; and the 
colour-coded keys open doors in 
later levels while also providing 
a small puzzle to solve. Some 
objects need to be taken from 
one screen to be used on another 
— fortunately they all regenerate 
on revisiting a screen. 


e lt’s a fun exploring game. You 
start out wandering around until 
you get a feel for the rules, then 
realise there’s a pleasing range 
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of screens of varying difficulty 
to crack before you’re finished. 
The graphics are reminiscent of a 
2D RPG but this is very much an 
action game and all against the 
clock too. 

Touching a nasty hastens the 
countdown, and gems and other 
items restore it. But here it can 
be frustrating to barely survive a 
collision only to have the time run 
out and kill you shortly afterwards. 
And you only have one life, which 
makes it a bit annoying having to 
restart. 

The graphics are cute and well 
drawn, although with the nasties 
and background detail all the 
same colour it can sometimes 
be hard to keep track of their 
movements. Sound effects are 
simple but effective. All in all, a fun 
game that will keep you interested 
to explore and beat every screen, 
but to do it allin one go will present 
a masterful challenge. 

Jason Railton 


e |’m always a bit partial to a non- 
linear, free-roam style of game. 
This is exactly what Forest Raider 
Cherry is. Think of Firelord, Robin 
of the Wood meets a bit of NES- 
era Zelda, then you wouldn’t be 
totally far off the mark. All of the 
games mentioned there are far 
more complex in nature. FRC is 
a more pedestrian affair and is 
ultimately just a gather-them-up, 
exploratory adventure. 

The graphics are lush and 
there is a sense of a living, 
breathing world in the game. 
Sadly, it just gets a bit repetitive 
after a while. If some RPG 
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elements were added to this, it 
would be a far more interesting 
and addictive game. The odd 
quest that takes you away from 
cherry picking would have been a 
welcome addition. 

Gordon King 


€3~02000 £ ® 


Control keys: Q/A, O/P 
Joystick: Kempston, Sinclair 
Keyboard play: super 
responsive 

Use of colour: good, levels look 
excellent 

Graphics: arcade style, simple 
but well animated 

Sound: music on title screen 
only, sfx during play 

Skill levels: 1 

Lives: 1 

Screens: 25 

General rating: overall, a 
decent enough game but there 
is just no sense of quest-driven 
wanderlust. 
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When | signed up for this gig last year, no one warned me it was 
a commitment for life, yet here | am again, fending off the general 
ire of a generation denied 8-bit joyousness on its XRay-Boxes 
and PS-wotsits. On the other hand, everyone seems to be having 
a load of fun with the ZX Spectrum, so that’s all okay-dokey, as 
Loony the Jetman’s iPad would squawk. Oh, I’ve been asked to 
say a big fat thank you to all the supporters of last year’s annual, 
and of course this one too. So, ever onward and upward... 


WITH THE FONDEST 


Dear Lloyd, 
Been thinking back 30+ years 
ago to a time when pretty much 
nothing was more important to 
me than taking the trip down the 
local paper shop to get my mitts 
on the latest issue of CRASH. 

| think | derived equally as 
much pleasure from reading (and 
collecting) the magazine as | did 
from actually playing Spectrum 
games, so what an incredible turn 
of events to see it rise, phoenix- 
like, once more with last year’s 
issue 99 in hardback form. | can 
emphatically say it was the best 
Christmas present I’d had in my 
adult life! 


Ruminating on the past 
always gets me thinking about 
the advance of technology. When 
first we laid eyes, as slack-jawed 
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kids, on the likes of Zynaps, 
Firelord and Head Over Heels, 
we said to ourselves, ‘Surely this 
is the zenith? These games will 
never be bettered!’ 


Pim ima #4 


This past year has seen me 
take delivery of my second 4K 
HDR TV and an Xbox One X, 
bringing gaming visuals into 
my living room that would have 
been utterly unimaginable to 
my 13-year old self. Yet, as a 
time frame, the journey from the 
humble Speccy to now is naught 
but a blip. It’s incredible. If we 
aren’t all inhabiting photorealistic 
VR worlds, Star Trek holo- 
deck style, in another 30 years 
(or less) I’m gonna be pretty 
disappointed! 

All of which leads me to 


Dear Lloyd, 


Remember when | said, ‘If you prove to me 
you own a platformer game, I'll choose a run ’n 
gun game to play?’ Well, if you show us your 

Willy, I’ll go Commando. No, wait... hangon... 


@tobobobo 


It’s been a long time since | was a member of 
the Jet Set Club (or even the Mile High Club, 
come to that). | think I'll let you play Commando! 


LM 


REGARDS 


my summarisation . . . For all 
their sophistication, it’s an 
undeniable fact that, though | 

do enjoy them, | don’t derive 
anything like the pleasure from 
modern games that | did from 
titles running on Sir Clive’s little 
rubber-keyed marvel. Some 
might say, probably correctly, 
that it’s everything to do with 
having gotten older (I certainly 
see shades of my childhood self 
in my son as he bobs, hoots and 
whoops in front of yet another 
round of Fortnite) but then again, 
I’m not so sure. 

In my opinion, some of those 
old games were imbued with a 
sense of magic that transcends 
simple rose-tintedness. 

Games like Starquake were 
masterpieces of design (I loved 
how you had to remember the 
codes for the teleporters and 
THEN remember which area of 
the game a specific teleporter 
was in, in order to be able to 
get back to it) and some of 

my happiest hours were spent 
playing them. Indie remake on 
the PS4? Oohh, yes please!! 
Karl Savage 


Ahh... them good olden days. 
Give me Starquake over Fortnite 
any day! Bubble Bus — now 
there was a software house; they 
turned up at shows in a big red 
double-decker bus. | remember 
when Dash-Ed elbowed me 


aside and went himself to the 
LET Show to interview the 
delightful Steven Crow, who had 
programmed CRASH Smash 
Wizard’s Lair and was thinking 
up ideas for what would become 
the wonderful Starquake. You’ve 
got to say it: they just don’t make 
‘em like that anymore! 

LM 


CENTENARY 


Dear Lloyd, 

How does it feel to have turned 
100? Have you received your 
telegram from the Queen? 
Richard 


Dear Richard. | am as young 
as | feel (about 25-ish). As for 
CRASH, I’m not sure Her Maj 
really knew about us — though 
rumour has it she liked to play 
Skool Daze and Wally games. 
LM 


an’ 
THEY /NAMEB | 


Dear Lloyd, 
| only have very hazy memories 
of this but do you remember 
a launch party for CRASH 
magazine in London? | was still 
at school and me and my mate 
went down. | remember it was 
my first time in London and a 
big adventure at the time. Two 
hundred miles on the train. 
| think it was in a night club 
in Camden and | think Gaz Top 
(that dates it!) was hosting? 
I’m sure we got some freebies 
too but it was a good day and 
inspired me to move to London 
to work a few years later. 
Happy times. Good to see 
CRASH back. Spectrum games 
were the most magical things 
ever at the time. The stuff you 
could do with 48K! 3D Ant Attack 
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Gaz Top, third from the left, with the LM 
wore suits ... for the last time. Zzap!64’s Jaz Rignal posed for the dummy 
cover above while CRASH’s Michael Dunn poses cool in his LM shades. 
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T AFTER ME! 


and the Ultimate games blew my 
mind. It was a simpler time. 
Cheers, Les 


The launch wasn’t for CRASH, 
Les. In fact it was for LM. Can you 
imagine how excited | got when | 
heard | was going to get my own 
Newsfield magazine and even 
named after me! Imagine then — if 
you can — my disappointment 
when | discovered the initials 
stood for Lively Magazine. 

The famous Camden Palace 
was the venue (in my day, | used 
to go rush off to Camden Town 
every Wednesday evening to 
roller disco there, hard to believe, 
| know, but true). The launch party 
for LM took place on Thursday 
8 September 1986. Selected 
readers of CRASH and sister titles 
(shhhh...) ZZAP!64 and AMTIX! 
were invited to attend. 

You’re right too about Gaz Top 
hosting it, famous as a presenter 
on the programmes Get Fresh 
(ITV) and Music Box (on the 
Premtere satellite channel). 

He hurled freebies out into 

the youthful audience, while 
luminaries of the software 
business looked on from 

the balconies above as 
Newstfield’s ad department 
people moved among them 
and rooked them for dosh. 


editorial team. Gaz apart, they all 


AS 


A BLOT 

ON THE 
LANDSCAPE 
OF 8-BIT 
GAMING 


Dear Lloyd, 

Rivalry between Sinclair and 
Commodore owners has been 
ongoing since 1982, aka The 
Playground Wars. 

CRASH and Zzap!64 were 
produced under the same roof, 
therefore you and your editorial 
team are ideally placed to bring 
an end to this 36-year conflict. 

What wisdom and insight 
would you prescribe as remedy 


Half of Ludlow was subsumed 
into the conflict, ably captured 
in the contemporary photograph 
above. (The circled faces belong 
to Roger Kean and Oliver Frey, 
helplessly caught up in the 
popular rage. (The policemen 
seen running about were sent 
from London by Sinclair User 


E.W.WOOLWORTH « ¢ 


to those that are tired of the 
warfare, tired of the contempt, 
tired of the discourtesy? Please 
speak to those who wish to 
restore good relations, be the 
voice of reason, be the giver of 
compassion, be our strength, 
unite us, make us one again, put 
an end to this suffering. 

Both sides are collectively 
awaiting your words, your 
actions, and your foresight; for 
history will remember. 

| am your humble servant, 
awaiting your command, 

Steve J. Mayne 

PS. In the unlikely case there 
is any doubt, the Spectrum is 
better. 


Steve, what a wonderful 
sentiment for the 21st century 
— perhaps a tad spoiled by your 
postscriptum? | feel, however, 
that | should point to the rivalry 
between Speccy and C64 
owners in that it fuelled debate 
and reasoned argument . . . well, 
sometimes. 

| recall only too well those 
early days in King Street shortly 
after the ZZAP!64 crew burst 
through the doors when rioting 
and open warfare broke out. 


>K In the interests of historical 
accuracy, the 1985 BBC TV 
series Blott on the Landscape, 
adapted from the Tom Sharpe 
novel, was filmed in Ludlow in 
the summer of 1984 and aired 

in February and March 1985, so 
the riot scene in Ludlow’s Market 
Square above was filmed a year 
before ZZAP!64 relocated from 
Yeovil to Newsfield’s King Street 
premises. But as novelists often 
say: never let a small slip of 
chronology spoil a good story. 
So there. Kean and Frey (circled) 
stand in front of Woolies with 
other CRASH peeps. 


_LM 


WHERE IS IT? 


Dear Lloyd, 

| made a pilgrimage to Ludlow 
to see the Blue Plaque marking 
the spot where CRASH Towers 
once stood. But it’s not there? 
What happened to it and will you 
refund my train fare please? 


It’s there on the side of 2 King 
St., honest, but a bit hidden 
under some scaffolding at the 
moment — and NO, | won't! 
© LM 
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AN ADVENTURE MYSTERY 


Hey Lloydy Lloyd, 

| have a burning question for you. 
In the last annual’s Adventure 
Trail, Stuart Williams reminded 

us that: ‘Following the CRASH 
Christmas Special for 1987, 

my illustrious Adventure Trail 
predecessor, legendary games 
programmer Derek Brewster was, 
sadly, off and running. He was 
departing the pages of CRASH 
to join forces with fellow Tynesoft 
coder Brian Jobling and Martin 
O’Donnell to set up software 
house Zeppelin Games...’ 


GvEvONES 


DEREK 


So what | wish to know, please, 
is what did Derek do after that? 
Kyle Angelo, Manila, PH 


I’m reliably told that Derek 
swapped his adventure reviewing- 
stroke-action game developer 
lifestyle of those dissolute early 
years of CRASH for many varied 
roles in family life, as we were 
informed in the December 

1985 issue by Steve Carter of 
Romford, who kindly sent in this 
Brewster family group photo. 
LM 


QUO VADIS LUDI? 


Dear Lloyd, 
As an avid reader of CRASH | 
was mortified when | missed out 
on the previous annual and had 
to buy it elsewhere. | am delight- 
ed to see we are now at issue 
100. | remember holding the 
first issue and walking to school 
looking at all the games | wished 
| had. The advert for 3D Death- 
chase leaped out at me, wanting 
to join the four games | owned: 
Ant Attack, Gangsters, Space 
Raiders and Atic Atac. It was a 
world of wonders with thousands 
of games listed in your pages. 
Looking back now, it is 
amazing to think that we can use 
a computer to run another com- 
puter via emulation and so run 
the almighty Spectrum perfectly. 
Who’d have thought back then 
that one day we’d be able to put 
the entire universe of Spectrum 
software on a device the size of 
a postage stamp. Amazing! 
Looking to 2019, | am very 
excited about the delivery of the 
ZX Spectrum Next. A new piece 
of hardware that uses today’s 
technology to be the next version 
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of the Spectrum while having 
backwards compatibility. 

My question to you is this... 
What excites you about the 
Sinclair Spectrum in the world 
today and where do you think 
things will go from here? 

Thank you, 
Harvey 


P.S. | was a winner of the compo 
in CRASH to go to the LM 
launch, but my 


Tora would not allow 
me to go. redacted for 
security reasons 


There are people more in the 
know than moi who tell me the 
future is the ZX Spectrum Next 
jack-in-a-box of games and other 
excitingly useful things. Who 
knows, maybe this is the one that 
really will run Battersea Power 
Station (pity it’s sort of gone, 
though). 

I’m shocked to hear that 
your egregious (LMLWD) bosses 
refused your attendance at the 
LM launch in Camden Town. 
Much Old Flatulence was taken. 
LM 


Na 


TOTAL RECALL 


Dear Lloyd, 

| was in the tips section of issue 
49 of CRASH in 1988 — what 
are the chances of reliving my 
childhood and adding it to the 
new CRASH Annual!? Please!? 
John Morris 


How can | refuse such an 
eloquently phrased request — 
consider your childhood lived 
again in these hallowed pages, 
just a snippet, mind — below. 
LM 


MN 
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LETTER 
OF THE 
DECADE 


Dear Lloyd, 

Nice to see you back for the 
100th issue of CRASH. Not really 
seen you about much since 
issue 98 (apart from issue 99 of 
course!), | would have thought 
that a man with your obvious 
journalistic skill would have 
been snapped up by another 
magazine! 

Out of all the letters you read 
over the years are there any that 
stand out for you? 

Michael Winn, Bromley 


The Europress Group wanted 

to swap me over to Sinclair 
User when the bosses swapped 
CRASH for some down-market 
Atari ST rag of EMAP’s, but 

| didn’t think I'd fit in SU’s 
masthead. It was time to put my 
feet up! Best letter .. . that’s easy. 
Every letter | ever printed was the 
best! Is that too easy a get out? 
LM 
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FEET UP? 


Dear Lloyd, 

What have you been doing since 
issue 98 and have you upgraded 
your headgear from a paper bag 
to a cloth sack yet? 

Riggz, Nottingham 


And another on the same theme: 
Dear Lloyd, 

It’s a quarter of a century since 
the commercial deaths of the ZX 
Spectrum and the Commodore 
64... a quarter of a century 
since you settled down with 
your pipe and slippers for a 
bloody good (and well-earned) 
rest. You surely can’t have 
counted on being dragged 
rudely out of your rocking chair 
by the resurgence of both those 
machines and, subsequently, 
their finest magazines (CRASH 
and ZZAP!64)? Obviously they’ll 


never hit the commercial heights 
of days gone by, but what are 
your thoughts on the fact that 
25 years later, games are being 
produced for these machines 
which are on a par with the 
finest releases of the glory days 
and they re selling in numbers 
which actually make it financially 
worthwhile for some of the devs, 
as well as emotionally satisfying? 
Paul Morrison 


To answer Riggsy: Yes, upgraded 
and been busy mastering the art 
of pipe smoking, as you can see 
above. And thank you, Paul, for 
the lovely warm Bat-slippers. 
And to the games being 
produced today, as you say, 25 
years after the official obituary 
for the Spectrum, it seems to 
me that developers are largely 
slaving away over hot keyboards 
for the love of it more than for 
the profit. This must be the case, 
since so many of the games on 
offer are free downloads, with 
perhaps a small fee for a physical 
package, True, though, that with 
some exceptions these newer 
titles are well up to the scratch of 
the 1980s. Vive la Spectrum! 
LM 
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INFLATION 
INDEX 


Dear Lloyd, 
Over the last 40 years or so, 
| have noticed a great many 
hardware add-ons for the 
Spectrum computers. What 
in your mind is the best? I’ve 
also noticed a significant price 
increase for the publication in 
recent years, what’s been the 
reason for this? 

Many thanks, 
Meatpiemike67 
PS. In jest only. 


Good grief! They’re still building 
hardware add-ons for the 
Spectrum? Astonishing, | had no 
idea. The last one | remember 
was Franco Frey’s Comcon 
joystick interface contraption, 
although | did help destroy several 
Quickshots on Daley Thompson’s 
Decathlon. 

| realise the cost of CRASH 
is a tad more’n it used to be, but 
prices have risen by between 10 
and 14 times since CRASH first 
launched, so in today’s money 
issue 13, for instance, would 
cost between £8.50 and £11.90, 
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in spite of the fact that He Who 
Must Be Obeyed would almost 
certainly still be paying me a 
bob an hour or 1.5p per word, 
whichever was the lesser. And it 
didn’t have add-on hard covers! 
LM 


MY POKE 


If you have any space left in the 
Playing Tips section of Crash 
100, how about fulfilling a 
lifelong ambition of mine to get 
a POKE printed in the mighty 
magazine? After only 35 years (!) 
I’ve finally found how to POKE 
games and have started with 
one of my favourites, the arcade 
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classic The Detective by Arcade 
Software (1983). 

Infinite lives: POKE 41044, 0 
Change the safe combination 

to 1-0-0-0: POKE 54623, 232: 
POKE 54624, 3 

Best Wishes, 

James Spencer, Milton Keynes 


As you see, James, Nick Roberts 
didn’t have the room, but I took 
pity on your plight and fitted you 
in here. | just hope there won't 
be any union problems over 
demarcation and the like... 

LM 


QUICK ADVICE 


Hey Lloyd, 

| put aside an afternoon to finally 
get to grips with Laser Squad 
after 30 years and it was worth 
the wait. I’d love to play Lords of 
Midnight too but it is even more 
intimidating. For Marsport, I’m 
planning to get an extra large 
keyboard, a pointing stick and 

a tattoo of the key mappings on 
the back of my left hand. Can 
you recommend any Spectrum- 
friendly assisted-living facilities 
for 2050? 

Dennis Kenny 


MISSING THE 
LOADING 
SCREEN 


Dear Lloyd, 

Over recent years, we’ve seen a 
crop of new games that emulate 
the classic Spectrum style in 
their graphics, while using the 
full power of modern machines 
for their speed and scope. Hyper 
Sentinel, by Huey (a descendant 
of Hewson Consultants) is 

a turbo-boosted, bells-and- 
whistles update of Uridium. 
Suminell Studio’s Z-Exemplar 
revisits the gameplay and 
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aesthetic of Hewson’s Zynaps 
and R-Type (faithfully converted 
to the Spectrum by Bob Pape). 
You Have To Win The Game, | 
Am Level and Downwell also 
pay tribute to the chunky, blocky 
Speccy aesthetic. 

As a veteran of the 1980s 
scene, do you think these new 
games can truly capture the 
spirit of what it was like for us 
old-timers back in the early days 
of CRASH, or is that excitement 
something only the original 
generation of Spectrum gamers 
can understand? 

Can booting up a game in 
seconds on a shiny emulator 
ever feel the same as waiting for 
a cassette to load on the rubber- 


Left: A beefed-up Uridium 
in Hyper Sentinel and 
Z-Exemplar. Below: | Am 
Level, and on the right: You 
have To Win The Game and 
Downwell. 


keyed 16K Spectrum, adjusting 
the volume levels and hoping it 
doesn’t crash? 

Best wishes, 
Will Brooker 


If the kids of 1980s veteran 
gamers can find enjoyment in 
updated versions of the old 8-bit 
games their dads used to play 
because they can better relate to 
the beefed-up emulated graphics 
than they might to the old spritely 
Speccy graphics, you could 
argue that’s a benefit. But instant 
gratification is part of the Internet 
generation's zeitgeist — they 
could be right, that wait for the 
load was often as tense as the 
game itself! 

LM 


Well done, Dennis, and | think the 
Ludlow Deus ex Machina Game 
Veterans Institution will be fine 
for you when the time comes. 

LM 


BIN A WHILE 


Dear LM, 
It’s been a while since | wrote to 
CRASH. I’ve not been keeping 
up with Speccy news these 
past few months, or years, or 
decades. | expect by now the 
standard model is a Spectrum 
4096KB with, 257 colours, 
four-channel sound and runs QL 
software. Even though I’m so 
old now that since last | wrote | 
became a programmer and had 
a full software-industry career 
which ended almost two decades 
ago, CRASH is still my favourite 
computer games mag! 

Love and cuddles, 
Mike Carroll 


Don’t talk to me about colour 
depth — | had a hard time 
getting my head around BorDER, 
PAPER and ink. Anyway, the ZX 
Spectrum Next has all that and 
more, millions of colours? 

LM 


GREETINGS 
FROM THE 
LAND OF 
TULIPS 


Dear Lloyd, 
| must’ve been about 15 when | 
first laid eyes on CRASH. | was 
in secondary school when | was 
taught in the English language by 
Mr Cronin, a real British teacher 
who lived here in the Netherlands. 

Of course we got to learn 
the basics (Mr Cronin hated that 
we all spoke a kind of ‘Merikin’ 
English as that was what we saw 
on the telly), but where | really 
learned the fine nuances of the 
(British) English language was 
here — in these hallowed columns 
of yours! Oo-er! and prolly 
more drivel like that, which you 
can’t learn from any textbook. 
| passed my English exam with 
flying colours. 

Cheers mate, jolly good show 
gov’ner! 
Marc Kloosterman, Flushing 


Thank you for your kind 
comments, Marc, but | hope you 
showed your Mr Cronin your 
copy of the hallowed LMLWD. 
LM 
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Daws Lor Thought 


elcome to the second instalment of my new Adventure 
Trail column! Last time around, | took the opportunity 
to reflect on the work of my predecessor on the trail, 
Derek Brewster. For this, the effective 100th issue of 
CRASH, we’re moving up a level with even more adventure content, as 
you'll see, so to tie in with that | thought it would be fun to not only look 
back at some of the historic adventure game creation systems for the 
Sinclair ZX Spectrum, but also to check out a brand-new game created 
using an unpublished version of the most popular such 
tool in its day, The Quill. Amazingly, the versatility of this 
classic and still very usable program has now allowed 
Pond Software to release their latest game and very 
first text adventure — Hibernated 71 by Stefan Vogt — in 
brand-new versions for the Commodore 64 and 128, 
Spectrum 48K/128K, and Amstrad CPC! More about 
that particular game in the Adventure Trail Review 
section, which this time offers a mixed bag of both 
games and books. 

Tying in directly to our theme of creating adventures, 
ve also undertaken an exciting, all-new double 
interview of Tim Gilberts and Graeme Yeandle of Gilsoft, 
who were the publishers of both The Quill (created by 
Yeandle) and the Professional Adventure Writing System (PAWS, created 
by Gilberts). You’ll find this at the end of Adventure Trail. Tim has been 
busy building a new custom version of the PAWS for the ZX Spectrum 
Next computer, which is itself due for final release in its cased version 
just a few weeks from the time of writing. However, latest news is that 
due to essential last minute work on the Next’s networking software by 
Tim, who has made significant software contributions to that computer, 
he does not expect Next PAWS to be available before Christmas 2018. 
On the other hand there is the good news of a straight ESXDOS-based 
version as well, probably released before the Next version, and this will 
also work on the Next, but without certain advanced features made 
possible by the new computer. 

More good news: for the first time in this new sequence of Adventure 
Trail, we also have an Adventure News section, so despite the nature of 
annuals, this aims to offer you, dear reader, some interesting snippets 
of things which have happened fairly recently or are to come, and news 
of some games which have been missing in action but are now found! 

But meanwhile, back to our theme of creating adventures. 

Adventure games, originating as they did on mainframes in the 
1970s, were originally programmed from scratch, either in high-level 
languages, or eventually in a combination of BASIC and machine 
code or data to save space in the relatively tiny memories of early 
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a at £14.95, and became both highly regarded and highly 


The Quill 


Adventure System 


microcomputers. As the home computer revolution took off in the late 
1970s-early 80s, adventure games rapidly became popular enough to 
require a simpler set of dedicated production tools to make it easier and 
more efficient to port games to different computers. Developers began 
to create their own utilities that allowed the use of a database-driven 
system. This meant that only a new version of the ‘game engine’ had to 
be coded for each different micro to allow the game to be ported easily 
across to different computers and, if necessary, customised. This saved 
a huge amount of work. 

Eventually, though, the idea arose for a standalone adventure 
creation system to be devised which could be sold not only to 
professional game developers, but also to adventure-mad 
computer enthusiasts themselves, so that people could 
design, code, compile and publish their own adventure 
games in the spirit of the bedroom coders’ cottage industry 
of the early 1980s. There were a number of such systems 
developed over time. 

The first, Gilsoft’s The Quill, was published in 1983 


be successful. It was followed by matching add-on utilities 
such as graphics designer The /Ilustrator, text compressor 
and database expander The Press, The Patch (allowing 
split-screen text and graphics), and the custom character 
generator Characters. Eventually, the company published 
a successor to The Quill, an even more powerful integrated 
suite, the Professional Adventure Writing System of 1986, and both 
systems spawned literally hundreds of adventure games, from the 
cheap and cheerful to the highly-polished and professional, with over 
450 commercial titles being published — but there were to be others 
which followed Gilsoft’s lead. 

Perhaps the most prominent and best remembered of the 
competition was Incentive Software’s popular Graphic Adventure 
Creator (GAC) of 1986, a game creation system/programming language 
originally written on the Amstrad CPC by Sean Ellis, and then ported 
to other platforms by, among others, Brendan Kelly (Spectrum), Dave 
Kirby (BBC, Electron) and Malcolm Hellon (Commodore 64). GAC was 
well received, earning a coveted ZZAP!64 Gold Medal Award. Over 117 
games were created using GAC, which had a more advanced parser 
than The Quill, allowing commands like GET THE LAMP THEN LIGHT 
IT. It also boasted both a built-in graphics editor and a text compressor. 

Also published in 1986 was a somewhat less ambitious low-cost 
adventure creator, the Adventure Builder System (ABS). Written by Tom 
D. Frost and initially published by his own company, Tartan Software, it 
was re-released later that year by Alpha-Omega, the budget arm of CRL. 
In March 1987, Sinclair User issue 60 praised ABS for its good value, 
having been the first budget adventure game creator on the market, with 
the text-only version costing just £4.95. A graphics-capable version was 


ADVENT URGE 
GREATOR 


expected to retail at £7.45, less than half the price of The Quill and GAC 
graphic adventure systems. But in spite of some minor advantages over 
its established rivals and a much lower price point it seems that the 
ABS system was a step back toward the earlier systems developed by 
software houses for their own purposes. Using a combination of BASIC 
and data code, which required a good deal of programming, and being 
‘extremely complex in operation’ it was ‘strictly, not for beginners’, which 
together with its somewhat idiosyncratic manual and slow compiler 
probably explains its obscurity today. 

Tom Frost also released a series of games including Adventure Guide 
(created by Tom using ABS), Double Agent (also by Tom, with a loading 
screen by Shaun G. McClure), and The Crown of Ramhotep and Castle 
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Return to the 
Big Sleaze 


Better watch out New York, 

Sam Spillade is back! After the 
triumphant return of the Maltese 
Bullfinch, business was just swell 
for Spillade Investigations. So 
swell in fact that Velma hired 
another gumshoe to take the 
cases and keep her dumb boss 
off the streets. But when a set of 
hoodlums planned to lift a set of 
priceless jewels, the cops had 
no option but to turn to someone 
lower than the lowlife, someone 
who was already scraping the 
bottom of the barrel — none other 
than Sam Spillade! 

Mark James Hardisty, gaming 
historian and author of A Gremlin 
in the Works (a history of software 
house Gremlin Graphics), 
has been busy. Not only has 
he begun publishing a new 
bookazine (See other news), but 
has also designed, written and 
published a brand-new crime noir 
text adventure game for the ZX 


Spectrum — The Big Sleaze 2%, 
a sequel of sorts, and dedicated 
to, the popular classic The Big 
Sleaze (1987) by Fergus McNeill, 
formerly of Delta 4 Software (The 
Boggit, Bored of the Rings, etc). 
The new game, which looks 
and is a lot of fun, especially if 


you’re a fan of crime noir novels 
or films, is currently a work in 
progress in alpha version, but 
can be freely downloaded in 

a playable version from hittp:// 
classicadventurer.co.uk/bigsleaze2.5/ 


Eerie, both created by Gladys 
and Gerry Officer using The Quill. 
Crown of Ramhotep was also 
released with The Prospector 
by Tom. Other games created 
with ABS were also released by 
Zenobi Software, Inforcom [sic], 
Wredosoft Software Ltd, Paul 
Moscow and Dream Team. 

An earlier, but today even 
more obscure, graphic adventure 
creator was The Dungeon Builder, 
programmed and written by 
Richard Parratt and published 
by Dream Software Ltd at £9.95 . : 
in 1984. This seems to have left little or no trace online in the way of 
games created, though there are references to magazines and the 
program itself, which like several systems can be found on World 
of Spectrum (https://www.worldofspectrum.org). Although Dream 
Software invited submissions for possible publication, it is not known 
whether any commercial games were created using it. If you know of 
any, please do write in! 

Pretty much forgotten today, and last on my list, are The Ballpoint 
Adventure System (published by Ballpoint, date unknown), and 
Adventure Creator (published by Fusion, 1984). The latter is missing in 
action, according to World of Spectrum — do you have a copy hidden 
away in your loft? Or for that matter, any MIA adventure games? I’d love 
to hear from you! Email me at: thewizardstower666@gmail.com 

Meanwhile, on to the news and reviews! 
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Spooky Spanish 
Speccy adventure 
published 


A new and scary adventure 
has been released for the ZX 


Pulsa une tecia... 


has been made in the Spanish 
language, using the Professional 
Adventure Writing System, the 
development tool created by 


Spectrum — in Spain! The Dark 
Hospital is the first game in a 
creepy new saga of mystery and 
horror adventures to be known as 
Noisy Valley. \n this first episode, 
the story allows the player to be 
incarnated in a man whose young 
daughter remains hospitalized 
in the city. Now, he must walk 
sinister corridors and explore 
darkened rooms to save her. But 
from what? The big question the 
game asks is — how far would 
you be willing to go to find your 
missing little daughter in this 
dismal and dangerous hospital? 
Your task is to find out what 
happened to your family in the 
city of Noisy Valley and, finally, 
discover where your daughter is. 
The Dark Hospital has been 
developed by Isaac Sanchez 
Gonzalez (aka huelvy), and 


Tim Gilberts and published in 
Spain by AD Adventures, using 
exclusively the resources that this 
tool provides, without resorting 
to routines or graphics external 
to it. It is compatible with 128k 
ZX Spectrum models only (or 
equivalent emulators). 

The game has 48 locations, 
the vast majority of which 
include on-screen graphics. 
There are more than 3200 lines 
of text including descriptions, 
messages and conversations, 
and a vocabulary of more than 
500 words. 50+ objects may be 
collected to add to the player’s 
final score. There are plenty of 
puzzles to solve, and a chance of 
finding another character trapped 
in the hospital and conversing 
with him. The protagonist’s 
personality depends on the 
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actions they (you!) take, and there 
are slight variations in endings 
dependent on actions taken 
throughout the game. 

This looks and sounds like a 
really great game, and if it ever 
receives a release in English, I’d 
love to review it in Adventure 
Trail. Meanwhile, if you can read 
Spanish, check out the website 
for a free download or to order a 
physical package on cassette for 
€ 8.75: 
https://thedarkhospital.wordpress.com/ 


Adventuron system 
brings adventures 
up to date 


Adventuron is a recently-created 
text adventure authoring system 
which has already begun to 

create a stir in the world of retro 


Adventuron Good Parse 


adventure gaming. 

It not only facilitates the 
creation of new, retro-style 
adventure games or interactive 
fiction, it also makes possible 
the conversion of many classic 
games, so they can be enjoyed 
on modern hardware in an 
internet web browser. 

Created by Chris Ainsley, 
Aadventuron requires no 
installation and simply executes 
via the web without any fuss. 
Basically, if you have a computer 
with a browser, then you can 
start authoring games with 
Adventuron. The system is a 
model-based adventure creation 
language and game engine 
which uses the same approach 
used by Scott Adams, Gilsoft’s 
The Quill and PAWS, Incentive’s 
Graphic Adventure Creator, 
and other early adventure 
systems. Adventuron uses a 
two-panel web based integrated 
| development environment (IDE), 
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in which the programmer uses 
the left-hand panel to edit code, 
and the right-hand panel to test 
the adventure. 

While Adventuron will not run 
on a ZX Spectrum, the resulting 
adventures offer something 
of the same feel as games 
running on an 8-bit computer, 
and it is anticipated that many 
suitable Speccy adventure 
games (such as those currently 
being converted from Zenobi 
Software) could be converted 
to the new format, making them 
more accessible outside the retro 
scene. For more information, 
either Google Adventuron or go 
to Chris Ainsley’s new website, 
which should be online by the 
time this is published: 
http://adventuron.io 


You stand in @ 
pristine kitchen. 


From here you can go 
to the east. 


>inventory 

You are carrying: 
Nothing 

>| 


New ‘bookazine’ 
series for 
adventurers 


That ever-productive gaming 
historian from Sheffield, Mark 
James Hardisty, has recently 
written and published the first 
four issues of a ‘bookazine’ 
(magazine-style book) for fans 
of adventure games, titled The 
Classic Adventurer. 

An enthusiastic supporter 
of the genre, and keeper of 
the Gremlin Graphics archive, 
Mark not only does interviews 
with industry figures, but also 
his own colourful and stylish 
interpretations or ‘restorations’ 
of the classic art of the games 
he focuses on, making his work 
a visual feast as well as full of 
fascinating commentary on some 
of the biggest names and games 
in the genre. 

The issues published so 


Si 


far include conversations with 
industry legends including 
Anita Sinclair, Fergus McNeill, 
Tim Gilberts, Mike White, John 
Wilson, Veronika Megler and The 
Austin Brothers. Games covered 
include The Big Sleaze, Fish!, 
Doomsday Lost Echoes, The 
Hobbit, Twin Kingdom Valley and 
more. 

Printed issues of The 
Classic Adventurer vary in price 
dependent on the choice of print 
quality, but in each case a PDF 
version may be downloaded from 
Mark’s website free of charge, 
whether a purchase is made or 
not. See: 
http://classicadventurer.co.uk/ 


Zenobi games are 
back — in your 
browser! 


Some of the most collectible 
adventure games for the Speccy 
(and Atari) were published 
between 1982-97 by Zenobi 
Software, the brainchild of prolific 
programmer John Wilson, aka 
‘The Rochdale Balrog’. Zenobi 
tended to specialise in fantasy 
adventures with a nice line in 
humour, and they are still popular 
with retro adventurers today. 
Thankfully John, who is 
thought to be the inventor of the 
‘escape the room’ adventure (in 
his 1988 game Behind Closed 
Doors), is still around, and while 
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long ‘retired’ and, as he puts it, 
‘even greyer than a badger’s ass’, 
is undergoing a renewed phase 
of activity as he and others have 
been busily converting some 

of his past games to modern 
versions for the Mac, PC and 
Linux, this time running in web 
browsers — all courtesy of Chris 
Ainsley’s Adventuron, a new 
adventure creation system/ 
programming language. 

As of 20th May 2018, 
conversions had been made of 
Dracula parts 1, 2, & 3, Wolfman 
part 1, Very Big Cave Adventure 
part 1, Bugsy parts 1 & 2, Bored 
Of The Rings parts 1, 2 & 3, and 
White Feather Cloak parts 1 & 2. 

Already available to play in 
your browser are From Out Of 
A Dark Night Sky (2018), The 
Balrog and The Cat (2018), The 
Secret Of Little Hodcome (2018) 
and One Of Our Wombats Is 
Missing (2018), as are Behind 
Closed Doors - The Director's 
Cut Edition, Behind Closed 
Doors 2 - The Cat’s Choice-Cuts 
Edition, Behind Closed Doors 
3 - The Crunchy Cockroach 
Edition, Fuddo and Slam (2018), 
An Everyday Tale Of A Seeker 
Of Gold (2018), Bulbo and the 
Lizard-King (2018), plus Retarded 
Creatures and Caverns (2018) 

The first actual releases of 
new versions are expected to be 
a double pack of Behind Closed 
Doors 7 plus Bulbo and the 
Intrepid Adventure, followed later 
by Roachy II (The Return of the 
Roach). All titles will be available 
as free downloads. 

For the latest on progress with 
conversions and other info on 
Zenobi Software, check out John 
Wilson’s website and blog at 
http://zenobi.co.uk/ 
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HIBERNATED 1 


Producer: Pond Software 


Free download, physical release with extras TBA 


t’s not often | get the chance to 

see the revival of agaming genre 
in action, even at the relatively 
modest level afforded by the retro 
gaming market today, but a tiny 
company of hobbyist indie retro 
game devs calling themselves 
Pond Software (Pond = Ocean, 
geddit?) is definitely giving me 
that feeling of excitement at the 
moment. 

Of course, there are a growing 
number of other such small devel- 
opers out there, some very active; 
retro gaming is most definitely 
suited to the ‘bedroom coder’ and 
‘cottage industry’ approach that 
made the early 1980s so much fun 
for home computer users. But to 
see a whole line of classical text 
adventure games suddenly begin 
to sprout forth is something which 
is, to say the least, uncommon. 
And Pond Software, while being a 
non-profit software publisher ded- 
icated to giving fun new games 
away as free downloads, also sets 
high professional standards. This 
is evident not only in their games, 
but in the delightful, carefully craft- 
ed and artfully designed physical 
packages on disk and cassette 
with extras which they sell direct 
to collectors. 

Hibernated 7 — by Stefan Vogt, 
a writer and coder from Berlin - 
is not only Pond Software’s first 
interactive fiction (pure text ad- 
venture), it is the first of a series, 
and also their first to be published 
on multiple retro computers in- 
cluding the 48K Spectrum, with 
a high-quality loading screen by 
talented Norwegian artist Vanja 
Utne, who is also behind the art- 
work for the physical package. 

Stefan has envisioned this sci- 
ence fiction adventure as a short 
story, which asks what do you do 
on waking unexpectedly from hy- 
persleep just two-thirds of the way 
through a 1,200 light year journey 
from the solar system to the real 
(and nicely-referenced) Kepler-62 
system, and discovering that you 
are not alone? The protagonist — 
astronaut Olivia Lund - reflects a 
modern trend in science fiction, 
which sees more female role mod- 
els firmly front and centre. Olivia is 
aided by lo, her (and now your) 


Al (Artificial Intelligence) sidekick. 
Just as well lo is here to help, be- 
cause Olivia’s Polaris 7 has been 
grabbed by a tractor beam from a 
massive extra-terrestrial starship, 
which appears oddly lifeless, and 
which, inevitably, must be entered 
to solve the adventure. 

At first glance, you might think 
that Hibernated 7 (cheerily subti- 
tled ‘This place is death’) was in- 
spired by the legendary Snowball 
from Level 9, but this is apparently 
not the case, and the resemblance 
is only superficial. In 
fact, Stefan says he 
missed out on playing 
Snowball in his youth, 
and has yet to play it. 


Moreover, Snowball, 
with its end-game, 
boasted over 200 


locations, and Hiber- 
nated 1 offers rather 
less at 50 — though 
some _ locations are 
cleverly reused, as you 
can do more than one thing there. 
Rather than pointing to any 
past adventure game classics, he 
reckons the story takes its vibe 
from 1980s pop culture, espe- 
cially the literary science fiction 
of greats like Isaac Asimov and 
the series of Perry Rhodan space 
opera paperbacks, which — at op- 
posite ends of the SF spectrum 
— make for a diverse inspiration 
and both amusing references 
and black comedy. Certainly, the 
game’s text is thoughtful, and 
carefully thought out, which 
makes it an engaging, and in 
places exciting, read. Just as well, 
as there are no graphics, so your 
imagination will be in overdrive, as 
it would be with reading a book. 
In fact, the first game screen 
makes it clear that this is a story, 
not just a game, and Hibernated 7 
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is more out to tell you that story 
than leave you pulling out your 
hair (just as well for this particular 
adventurer, as too much of it has 
gone already!). On this basis, the 
game is in practice more mod- 
ern interactive fiction and less 
frustrating, puzzle-oriented head- 
banger than some of its 1980s’ 
spiritual predecessors, being 
heavily based on progress levels. 
The modus operandi is to offer the 
player more of a movie-style expe- 
rience than earlier text adventures. 
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Stefan has also put a lot of effort 
into making the command struc- 
ture work with rather than against 
you, and while it’s still a verb-noun 
parser system, it does recognise 
more synonyms than many earlier 
adventures, and has a hint system 
for the terminally confused. 

There are still challenges 
though, otherwise it wouldn’t be 
much of an adventure, would it? 
Don’t forget - examine as much 
as you can! Don’t waste time on 
things you don’t need to do, as 
success in the game is dependent 
on progress. Listen to lo’s little 
hints, which may give you useful 
clues. And do try not to die. 

Stefan has received much good 
advice from a legend of the UK 
adventure industry: Tim Gilberts 
of Gilsoft fame, who is interviewed 
on the following pages. Indeed, 
Hibernated 1 was 
a created using an 
unpublished version of 
The Quill provided by the 
master himself, a version 
The even more sophisticated 
games in future. And even 
more developments are 


Hibernated 7 is easily 


which offers potential for | 


in hand. Exciting news! | 


available in a free download from 
the Pond Software website, which 
sounds like amazing value, until 
you look at the wonderful and very 
affordable physical packages that 
they produce, which should be on 
sale later in 2018. Apparently, the 
physical version of this game will 
also come with stickers and feel- 
ies. True adventurers will definitely 
want the whole kit and caboodle if 
they can lay their hands on it. The 
physical release of Hibernated 1 
will also come with a bonus ad- 
venture, namely the same events 
but with a different (and unexpect- 
ed) central character, and an un- 
told part of the story, which should 
be very interesting. 


CONCLUSION 

This new game has certainly 
surprised me, pleasantly, and 
it proves yet again that not only 
is there life in the old dog yet, 
whether it be the text adventure 
or indeed The Quill, but in the 
end it’s the story that matters in 
adventure games/interactive fic- 
tion, and a text adventure can 
do that as well or better than any 
graphics-based game and | look 
forward to future adventures from 
Stefan Vogt and Pond Software. 
There are at least another two to 
come in the Hibernated Trilogy, 
as Pond is clearly keen to revive 
the genre. | hope there will be 
more tales told in future. And | 
certainly wouldn’t mind a box set 
— maybe even of all the computer 
versions! 

To download or order, visit 
Pond Software’s website: 
http://pondsoft.uk/ 

For further information: 
http://pondsoft.uk/hibernated.html 


COMMENTS 

Difficulty: More of an experience 
than a hard puzzler. Still a 
challenge. 

Graphics: No graphics, not a big 
deal as descriptions are good. 
Presentation: Fine, basic text. A 
good, involving story. 

Input facility: Usual verb/noun, 
better than some. 

Response: Fast. 

General rating: Highly 
recommended, it’s great to see a 
new text adventure! 


Atmosphere 
Interaction 


Lasting Interest 
Value for Money 
Overall 
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THE LAND BEYOND TIME 


Authors: Simon D. Allan & James Brian Rogan — Free download 


Ihe Land Beyond Time is a 

two-part game for the 48K 
Spectrum where the protagonist 
has to overcome numerous puz- 
zles and foes and must gain ac- 
cess to part two of the game viaa 
password in order to complete the 
adventure. To achieve success, 
you will need to negotiate a series 
of Time Portals and other obsta- 
cles, and your travels will take you 
into rain forests, caves, waterways 
and vast plains, some of which are 
made more atmospheric by basic 


THE LAND_BEYOND TIME 
PART O 


| Simon Allan Software 2006. | 


graphics. To make things a little 
trickier (naturally), the portals only 
appear after carrying out certain 
tasks in a particular order. 
Tantalisingly, the game’s_in- 
structions hint at a possible meet- 
ing with the mysterious ‘Cronus’, 
who is to be found in the Garden 
of Elysium in part two. But before 
you get there, you must traverse 
woodlands, caverns, labyrinths 
and catacombs, meeting many 
gods (helpful, if you speak to them 
properly) and creatures along the 
way. You also need to overcome 


MISSING IN ACTION 


‘MIA’ MINI REVIEWS 


This time around | want to try out 
something new in the way of reviews, 
by highlighting adventure games which, 
until fairly recently, have been ‘Missing in 
Action’. Many obscure ‘bedroom coded’ 
adventure games were of variable quality, 
or perhaps poorly marketed, or both, 
selling very few copies back in the day, 
and making them hard to find now. These 
are truly the lost and the lonely, perhaps 
consigned to pirate mixtapes, or hidden in 
cellars, attics or even, sadly, landfill. 
Escape from Stalag Xill and Dr. Bon- 
go’s Safari Park are two such MIA games 
which, although not among the classics 
of Spectrum adventuring, are interesting 
for their rarity, and therefore collectabili- 
ty. I'm very grateful for the opportunity to 
try out these games ahead of their being 
made available online, and my thanks are 
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Harpies, a Gorgon, a nine-headed 
Hydra and more, before reaching 
your final destination. 

This is a fascinating game, full 
of myth and magic, not to mention 
time travel, and certainly one for 
those who like a challenge. You 
can only carry a limited number of 
objects, but you are going to need 
all of them at some point, so make 
sure to get what you can and be 
careful what you get rid of along 
the way, though you should only 
need them once. If you love maz- 
es there’s plenty to enjoy here, if 
you find them frustrating, maybe 
not so much. Equally, if you love 
exploring in adventure games, 
as do I, there are many places to 
go a-wandering, but watch out 
for one-way exits! There are also 
many ways to die, so beware of 
bugs (the insect kind!), brigands, 
and snakes in dark places. And 
remember, the light is your friend. 


There can be inconsistencies be- 
tween parts 1 and 2, notably with 
commands, some of which are full 
length and others single letters, so 
you will have to experiment, but 
it’s worth the effort. 

Authors Allan and Rogan used 
Gilsoft’s The Quill, The Illustrator 
and The Patch (The Land Beyond 
Time is a ‘patched’ adventure). 
Programming started in 1985 and 
was finally completed by Simon 
at the end of 2006. The authors, 
who apparently haven’t seen each 
other since 1997, wrote anoth- 
er text adventure together called 
The Ring of Dreams (published by 
Central Solutions together with a 
short story and another game by 
Allan entitled Trai/). He also wrote 
the Quilled graphic adventures 
Moonscape (finished 1985, pub- 
lished 2008) and Wizard, What 
Wizard? (started 1985, published 
2007). 


CONCLUSION 

This is an intriguing game, es- 
pecially if you have an interest 
in mythology. It can also, like 
most adventures, be frustrating 
at times, so it’s just as well that 
there are hints and (perish the 
thought) complete solutions out 
there. But it rewards the dedicat- 
ed adventurer who just won’t give 
up. Simon Allan credits World of 
Spectrum and Classic Adven- 
tures Solution Archive (CASA) 
websites for motivating him to 
finally finish The Land Beyond 
Time — 21 years after it was orig- 
inally started. So Speccy adven- 
turers can thank those sites for 
another good game being made 
available today! I’m looking for- 
ward to playing his other games 
too. Free downloads from World 
of Spectrum and CASA. See 
CASA for a range of Simon Allan’s 
games and info: https://www.solu- 
tionarchive.com/list/author%2C1709/ 


Difficulty: Some tricky puzzles, 
and there’s a lot to it. 

Graphics: Basic graphics add 
atmosphere in places. 
Presentation: Text at the bottom, 
graphics above. Standard stuff. 
Input facility: Verb/noun. Incon- 
sistent commands between parts. 
Response: Fast. 

General rating: Very good. 
Recommended for a challenge! 


Atmosphere 
Interaction 


Lasting Interest 
Value for Money 
Overall 
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games have come to light. Hopefully 
more MIA games will come my way 
for future Adventure Trails. 

Escape from Stalag Xill (ad- 
vertised as Escape from Stalag 13) 
is a pure text adventure, going by 
the copy | have played, though odd- 
ly enough it was advertised as having 
graphics, so maybe there is more than 
one version. A Prisoner of War adventure, 
itwas published in 1985 at £3.99 by AGS. 

Anyone who has seen the film or TV 
series of Colditz will be familiar with the 
game's premise. It is World War Il, and you 
are a prisoner in a German POW camp. 
Your duty is to escape and make your way 
back home to Britain. The game starts off 
with the very helpful hint that you are 
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as you think. Also, on more than one 
occasion | could not get the game 
to quit, so perhaps | am missing 
something. 

AGS seems to have disap- 
peared almost without trace, though 
| did find a tiny classified ad for this 


going to need an escape kit consisting | game in Sinclair (abjUser’s April 1985 


of a compass, map, uniform (German, of 
course) and a passcard. You then begin in 
the main courtyard, with several exits and 
a group of German guards in the distance. 

This is a very basic adventure, offer- 
ing limited verb/noun commands, and 
with functional but not very atmospheric 
descriptions. As usual, wandering about 
in and out of buildings will find the items 
for the escape kit, though you may need 


issue. The company’s address is given 
as 37 Breakspear Road, Abbots Langley, 
Hertfordshire. 

Dr. Bongo’s Safari Park was written 
in Basic for the 16K Spectrum, and as a 
result itis both slow and relatively simple, 
in a difficult kind of way. Needless to say, 
there are no graphics, and sadly the very 
short descriptions do not make up for 
that. The unusual plot is the one stand- 
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Twilight Inventory 

Gareth Pitchford, published by 8bitAG. 
Lulu.com paperback £9.99 or on Kindle at 
£1.99 (both via Amazon). Paperback £7.99 
direct from Lulu.com, plus pdf download 
from the author’s website. Hard copy prices 
plus postage. 


Subtitled A Collection of Forgotten 8-Bit 
Adventure Games, Gareth Pitchford’s 
highly-enjoyable 234-page book Twilight 
Inventory offers adventurers and collec- 
tors a colossal cave full of period reviews 
of obscure but nonetheless fascinating 
‘forgotten’ text adventure games of the 
1990s. It also has something to say about 
the creators of those games. 

This eclectic collection was origi- 
nally written from about 1991 onwards, 
for some of the many home-pub- 
lished, home-printed adventure fan- 
zines that were such an important 
part of those heady dialup days be- 
fore Blogger and Wordpress. The 
reviews largely concentrate on the 
Spectrum, but also discuss several titles 
converted from other formats. 

Many adventure games available for 
home computers towards the end of the 
8-bit period were just as homebrew as 
the fanzines which covered them in their 
pages. To quote the author: 

Created by enthusiastic amateurs, 
during the last days of the 8-bit com- 
puters, these home-grown titles forsook 
the flashy graphics of commercial 
arcade game experiences, concentrating 
instead on devious puzzles, descriptive 
text and interesting stories. Taking 
inspiration from folklore, legends, films 


out feature of the game. Dr Bongo's plan 
is to destroy the world, but with only 
hours before his devastating missiles 
are launched, you locate his position. 
Your mission is to stop him and become 
the world’s No.1 hero. The only problem 
is that he is hidden on a small island in 
the middle of a Safari Park, and you are 
outside the main gates, on foot. 

Sounds difficult? You bet itis! It starts 
hard and doesn't get any easier. Some 
simple commands are simply not under- 
stood by this adventure, and often only 
single letters work. You might well find 
yourself spending as much time figuring 
out which words the game understands 
as actually playing the game, but if you 
like a challenge, this is what adventure 
| gaming archaeology is all about. 

Custom Software was an obscure, 
mail-order based company at 44 Aireview 
Terrace, Skipton, North Yorkshire. Dr. 
| Bongo’s Safari Park was advertised for 
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and books, these were games with tales 

and settings unvisited in mainstream 

titles both back then and now. 
Versions of many of the reviews and 
articles in this book originally appeared 
in Adventure Probe, Red Herring, From 
Beyond, and the Sam Coupe Adventure 
Club magazine. Apart from being a 
fascinating retro resource today, these 
fanzines also very much reflect the 
social side of gaming in those times. The 
game reviews in this book are, in fact, 
historical documents, not only of the 
games and one writer's opinion of them, 
but of game authors who came, went and 
for the most part left no trace in a world 
where fame was fleeting, and the world 
wide web was in its infancy. The fact that 
they were published decades ago in a 
simple, duplicated or photocopied form 
with a tiny circulation, and were highly 
unlikely to end up in any library of 
deposit for posterity, means that very few 
people have access to the originals. They 
are not all available online, and certainly 
not in a handy and easily accessible 
compilation such as this book offers. 
This makes Twilight Inventory a perfect 
handbook for the dedicated collector of 
obscure and possibly ‘missing in action’ 
titles. And the snippets of information 
on many of the game authors which 


the 16K Spectrum and 16K ZX81. Sadly, 
most of their known products are missing. 
It's hugely important to find as many 
MIA games as possible, simply because 
they, and their developers, are part of 
gaming history, and it would be a great 
pity to lose them. Steven Brown's website 
http://www.tzxvault.org/ was set up to 
provide an archive of Spectrum games 
in .TZX tape format for preservation 
purposes. The .tzx files archived there can 
be used to re-create games on tape or to 
play them with an emulator (information 
on applications that can open .tzx files 
may be found at: https://fileinfo.con/ 
extension/tzx). Also important for MIA 
games is World of Spectrum: http://www. 
worldofspectrum.org/mia/textadv.html 


Have YOU discovered any Missing 
In Action adventure games for the 
Spectrum? I'd be glad to hear from you, 
and so would Steven Brown! 


Gareth has slipped in between reviews 
make it even more valuable. There is an 
index too, which is a bonus. 

The illustrations (basically screen 
dumps) are in black and white in the 
paperback, which has a nice glossy, 
perfect-bound cover with a design red- 
olent of the good old days of fanzines, 
much missed by this adventurer. Until 
10 November 2018, however, a colour 
pdf version of the book is available for 
free download from the author's website, 
with the encouragement to donate to 
Gareth Pitchford’s chosen charity. 

As a collector I prefer physical books 
(and original games!), but as a writer, the 
pdf offers a very useful text-searchable 
reference source to complement the 
paperback. The Kindle version is likely 
to be much the same, dependent on 
whether you have a colour or paperwhite 
model, though the paperback is larger 
than a Kindle screen. You can also buy 
the paperback slightly cheaper (£7.99) 
direct from Lulu.com via the link on 
Gareth’s website. 


If you spend long hours haunting eBay, 
Facebook groups and forums seeking 
obscure adventure games, this may well 
be an eye-opener for you, or at the very 
least a list to aim at! If you were also a 
fan of the fanzines, and binned them 
all long ago, this will be a nostalgia-fest 
for you too, without the rusty staples. In 
any case, Twilight Inventory has earned 
its place on my bookshelf and my Mac. 
Highly recommended! 

Website: http://www.8bitag.com/ 
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The Spectrum of Adventure 
Thomas A. Christie, published by Extremis 
Publishing Ltd. Trade paperback £16.99. 


The Spectrum of Adventure’s stated aim is 
to chronicle the evolution of the text ad- 
venture on the Spectrum, exploring the 
work of landmark software houses such 
as Melbourne House Software, Level 9 


Computing, Delta 4 Software, the CRL 
Group, Magnetic Scrolls, and many oth- 
ers besides. It celebrates the Spectrum's 
thriving interactive fiction scene of the 
1980s, chronicling the achievements of 
major publishers as well as independent 
developers from the machine’ launch in 
1982 until the end of the decade in 1989. 

Framed as ‘a brief history of interac- 
tive fiction on the Sinclair ZX Spectrum, 
its chunky 674 pages cover one hundred 
adventure games released during the 
1980s. It discusses each game in chrono- 
logical order from Adventure 1 (1982) to 
Fish! (1989). The detailed, carefully-con- 
sidered text, about 5-6 pages per game, 
seems even more substantial when you 
realise that there are no illustrations, 
which is actually rather a pity as such a 
chunk of text could do with breaking up 
a little, but I suppose purist text adven- 
turers will find that appropriate! In any 
case, there is a lot to it, with some very 
interesting history and analysis. 

Handily for the reference user such 
as myself, there are two tables of con- 
tents, one in chronological order and the 
other alphabetical, plus a six-page index 
at the back. There is also a list of further 
reading. As all this suggests, despite be- 
ing a fascinating read, the whole thing 
is somewhat academic in feel, which is 
perhaps not surprising when you dis- 
cover that the Scottish author, Dr Thom- 
as A. Christie, is a literary scholar with 
research interests in popular culture, 
literary analysis, interactive fiction and 
modern cinema. He has many years of 
experience as a literary professional, but 
his interest in adventure games stems 
from playing them in his youth during 
the 1980s-90s. In fact, Tom even used to 


| contribute to the text adventure section 
of Amstrad Action magazine (no hissing 


at the back there, Speccy fans!) in the 
early 1990s, so when coming to write 
this book he was really keen to revisit the 
interactive fiction of the 1980s and chart 


| the evolution of the genre. 


The Spectrum of Adventure is a very use- 
ful work of reference, but not, perhaps, 
so much for the casual reader, who might 
find it a bit dry without illustrations. On 
the other hand, the dedicated collector 
who is also interested in the background 
history of the games, or the student of 
gaming history, will find much here to 
fascinate. The paperback book is well 
printed by Lightning Source UK Ltd, but 
sadly there is no pdf alternative (which 
would be handy for reference searches) 
or Kindle version. Highly recommend- 
ed. My thanks to the publishers for the 
review copy. 

For more about Tom Christie and 
his books, check out his website: 
http://www.tomchristiebooks.co.uk/ 
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SW: Hello Tim and 

Graeme, thank you so much 
for taking time out to be in- 
terviewed for Adventure Trail, 
Se which will be published in this 
PY year’s CRASH Annual, which 

is now officially issue 100 of 
CRASH magazine! First of all, can 
I ask you when did you personally first 
get into computing, and how? As a hob- 
byist, or through education? What was 
your own first computer? 


— a legend among UK and 
European adventurer gam- 
ers, was a 1980s Welsh pro- 

ducer and publisher of home 

computer games and relat- 

ed utilities. The family-man- 
aged company, located in 
Barry, was named after its 
young founder, Tim Gilberts. 
While Gilsoft also released 
a modest range of games, it 
was The Quill adventure game 
creation system that was their 
main and best-known product, 
followed later by the more ad- 

vanced Professional Adventure 

Writer suite. Sinclair ZX Spec- 

trum adventurers in particular 

are very familiar with the huge 
range of games created using The iN 
Quill especially, and some of you @ 

may also have created, and even 
published, your own games using 
The Quill or the PAWS. 

STUART WILLIAMS interviewed > 
TIM GILBERTS recently for Adventure 
Trail, together with the rather less 
visible creator of The Quill itself, 
GRAEME YEANDLE. Tim takes an 
active part in the Sinclair retro 
community, especially with the 
new Spectrum Next. This interview 
aims to try and shine a light back 
through the long decades and onto 
the history of Gilsoft, its people 
and its products, which are still 
respected and enjoyed in the retro 
adventure scene to this day. 


GY: My first encounter with a com- 
puter was around 1972 on a univer- 
sity visit, although I decided not to 
go to university. I used one in 
work with a paper tape reader/ 
writer, maybe in 1973. I changed 
jobs (within BT) in 1979 to work 
with computers (mainframes) and 
; trained, initially, as a Systems An- 
q ' alyst. My first computer was a Sin- 
' clair ZX80, assembled from a kit. 
TG: Mine was in school with an out 
of hours computer club run by two maths 
teachers. One of them had a ZX80 and one 
a TRS-80 (Model 1) — I am certain that they 
were only a page or so ahead of us in the 
books. This led to access to the RML 380Z 
and the Teletype / Acoustic Modem 
link to the County mainframe for 
me. I built a ZX81 from kit as my 
first home computer. I then did 
. » A-Level Computing in Col- 


Young apprentice, 
it is time to learn 


lege which gave me access to the Alpha multiuser 
machine with 8-inch drives and a mix of VDU and 
Teletype terminals. I still have a paper tape saved 
from it! 


SW: How and why did the founding of Gilsoft 
come about in the beginning? When did it all start? 


TG; I had been experimenting with Z80 assembler 
on the ZX81 and had written a few small games 
when I saw the ZX Spectrum announced at a 
Microfair in London. I rang my dad and said this 
was going to be big and I would be able to write 
games for it. He agreed to ‘put his money where my 
mouth was’ as he said and we placed an order on his 
new credit card. It goes back before that though, as 
my Dad always had a side-line venture to his main 
job for Post Office Telephones (BT now); at that 
time he was selling 24-Tune Doorchimes he bought 
in bulk as kits, which I made up for pocket money, 
so this sort of cottage industry was already there in 
the environment. 


SW: What did your friends and family think about 
your venture? Not many people had any experience 
with computers back then, never mind home 
computers. And you were quite young at the time? 


TG; I think they were suitably impressed if they 
understood what I was actually doing — especially 
once it allowed me to have a nice car and eventually 
my own flat above the business . .. Mum didn’t like 
me moving out though! 


SW: Did you both always want to write and/or 
publish games, or did you have any big ideas of 


going into business software and making millions? 


Gy: It was just a hobby with me. 


TG: Definitely going into business and making 
millions! Seriously, I just saw it as a way to make 
some cash until I went to university. That we could 
really make this work came later, I think. 


SW: Were your first releases adventure games, or 
other types of games? What inspired you to publish 
adventure games in the first place? And how did you 
go about promoting and selling them to start with? 


FOR ANY 7x-SPeCTRUM 


TG; I wrote other games definitely; the main one 
being the 3D Maze of Gold — I was really pleased 
with the trick that allowed a game mostly written in 
BASIC to seem so fast — there is also quite a bit of ma- 
chine code in it. The others were a range, with a mix 
of simple arcade games or puzzle games, again us- 
ing machine code where needed to speed things up. 

Graeme was the catalyst for adventures, with 
his Timeline adventure and letting me have a 
copy of the interpreter and the method of using an 
assembler to write such a game — I always liked a 
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new challenge. We started selling that as a game 
on one side of a tape with Tasks which I wrote (a 
maze game that strung together puzzles, so quite 
adventure-like) as Games Tapes 3 along with the 
other software, re-branding pairs of the older games 
as 1 and 2. I had started writing Diamond Trail 
with the system Graeme had, and I think he and I 
both used Quill for me to finish that and for him 
to finish Magic Castle. Those games were released 
as individual games, again by mail order, alongside 
The Quill think. 


SW: How did Graeme come to join forces with 
Gilsoft? How did you work together, and did you 
get on? 


GY: It all began with me playing an adventure 
game produced by Artic Computing. I can’t 
remember when (1981 or 1982) and I can’t 
remember whether it was on a Sinclair ZX81 or 

— on a Sinclair Spectrum. I was aware of 
> an article by Ken Reed in the August 
1980 issue of Practical Computing 
that described an adventure creating 
program. It appeared, to me, that the 
Artic adventure was based on Ken’s 
article. I thought, ‘I can write an 
adventure at least as good as this,’ and 
#~ wrote to Artic offering my services. They 
didn’t reply. 

In 1982 I owned a Spectrum and 
had bought a number of Spectrum 
programs that had been advertised in 
computer magazines. Some of them 
> were better than others. One day, 
I noticed an advert for a pro- 
gram by Gilsoft in Barry. 
I was born in Barry and 
was living in Cardiff at the time, 
which is only about twelve miles 
from Barry. I phoned Gilsoft and 
arranged to call in and have a 
look at some of their programs before 


I bought them. (I did buy some). During the time 
I was with the Gilberts, the conversation turned 
to adventure games, and I subsequently agreed to 
write an adventure game for them to sell. 

The Interpreter was written in Z80 assembler, 
based on Ken’s article. The database was also 
written in assembler and the result was called 
Timeline. This was all done on the cassette-based 
Spectrum and it took quite a time just to make a 
small change to the database. It soon became clear 
that an easier way of editing the database was needed 
so that I could write more adventures quicker. The 
idea of selling this adventure writing system soon 
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Graeme Yeandle with his creation, 
The Quill, in 1984. 


followed and The Quill was born, written entirely 
in assembler. I then used it to write Magic Castle. I 
think we got on and worked together well. 


TG: I think so too. Graeme was a very meticulous 
coder —I am more slapdash but get there in the end — 
we were also both good at testing and finding bugs. 
We even started to go along to monthly Dungeons 
and Dragons gaming nights together. 


SW: I understand from other sources that as a result 
of creating Timeline, and Ken Reed’s article in 
which he described the use of a database to produce 
an adventure game, Graeme realised that a database 
editor was needed. Is this how The Quill came 
about? 


Gy: I’m sure Tim was involved in ‘.. 
a database editor was needed’. 


.realising that 


TG: Yes, I’m sure that I was the seed, as I am quite 
lazy so the hard work Graeme mentioned using the 
Assembler method would have driven me crazy, 
and I started pestering him for a more joined-up 
approach. I might have had some form of menu- 
driven assembler in mind, so the actual clever bit of 
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database editing directly was likely Graeme’s idea. 


SW: This was quite specialist software. Was the 
intention just to make and sell games using The 
Quill, or did you mean to sell the whole system all 
along? 


GY; Initially it was just to make and sell games. I 
think it was mainly Tim’s idea to sell The Quill. I 
thought we might sell a dozen copies! 


TG: Yes, I was 17 and eternally optimistic 
that everything would sell really well, I 
suspected maybe more like a few thousand 
— I was certain the world would snap up 
such a system because not everybody 
wanted to learn to code, but lots of people 
seemed to like writing and puzzles. It was 
also different to anything being advertised 
and the number of games producers was 
accelerating — we were selling a steady 
number of games mail order and were 
using quarter page adverts. The Quill 
had a half page by itself or with the other 
adventures, so we definitely believed in it. 


SW: The Quill was first published in December 
1983, and initially produced just for the Spectrum 
48K. For games sales, this was an obvious target 
since due to its low cost and colour graphics it 
became a runaway best seller in the UK, and even 
spread, as cloned hardware, across Eastern Europe 
and the Soviet Union. But how were you able to 
identify a market for The Quill itself? 


TG: I think we used the standard market research 
method of the time and kept throwing product at 
adverts until they sold. Of course, I only actually 
had a Spectrum and a ZX81 so again choice of 
platform was limited. We did buy a Dragon 32 in 
1983 with some profit from the games sales and 
started developing for that. 


SW: How successful was The Quill for the 
Spectrum, in terms of sales and reviews, and to 
whom did it sell most, pros or hobbyists? 


GY: I like to quote from Micro Adventurer 
magazine November 1983, which said ‘Once in 
a while, a product comes along to revolutionise 
the whole microcomputer scene. The Quill is one 
such, and will change the face of microcomputer 
adventure.’ 


TG: That was an amazing quote and I’m sure 
Graeme is as proud of it as I am. A few key writers 
seemed to pick up on the product and that gave us 
excellent editorial coverage, which along with the 
adverts we were taking in what was still a young 
market gave it the boost it needed. I am sure it was 
mostly hobbyists, but a few of those like Fergus 
McNeill and others became the professionals ... 

Iam not sure how many we sold in total, perhaps 
the low tens of thousands, but I do remember an 
order from WH Smith for 5000 copies that took 
a bit of an effort to fulfil... Mum remembers the 
invoice was the value of the mortgage on her house 
and suggested paying it off and shutting up shop! 
We even had an account at the local post office with 
bags of up to 100 copies going out weekly. 
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SW: | would expect that the largest number of sales 
of both The Quill (and later its graphics-creation 
partner utility The Jilustrator) would go to the 
Spectrum. For which other home computers were 
the most copies of these sold? 


TG: Commodore 64 and Amstrad CPC in that 
order I believe, but they were never as popular as 
the Spectrum. The BBC version (and others) also 
sold quite well as we marketed in educational 
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magazines as being ideal for schools for English 
and History lessons for example. 


SW: How about your range of in-house published 
adventure games? Did these sell well? Which were 
the most popular of the games you published? Were 
any particularly popular on non-Sinclair computers 
or overseas? Do you have any favourites from the 
Gilsoft range? 


TG; You mean The Gold Collection and of course 
Madcap Manor and The Hollow after Illustrator 
came out? I don’t think they sold that well, but 
again it was steady and with the rapid reduction to 
budget cost (which not all the authors were happy 
to do) and such a good look, I think the distributors 
managed to move a few to shops. 


SW: Which games did you program yourselves, 
and which were submitted by hopeful amateur 
game creators? How did you go about selecting, and 
publishing, these games from outside the company? 


TG; Only Diamond Trail and Magic Castle were re- 
branded into the Gold Collection from myself and 
Graeme for obvious reasons. The rest were from 
submissions from hopeful authors — we gave the 
games to a few trusted friends and asked them to rate 
them on Originality, Implementation, Debugging, 
Spelling/Grammar and Documentation as we 
always asked for crib sheets and a full solution. I do 
not think either Graeme or myself believed we were 
destined to be great adventure authors as such; each 
of our games were demonstrations of functionality 
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in the interpreter. Although I think we made a good 
job of them — what do you think, Grae? 


GY: In Timeline and Magic Castle, if the player 
didn’t do things in the correct order, or did things 
too slowly, they were likely to die and would have 
to restart the game. I wouldn’t have done that if I’d 
written another. 


SW: The Quill in particular was taken up as 
a production tool by others in the UK’s home 
computer software cottage industry, which 
produced a huge number of games of varying 
quality and popularity depending on who created 
and published them. What did you think of the 
output of other software houses who used The Quill 
or PAWS, presumably under license from Gilsoft? 


Gy: No licence was needed. Once people had 
bought The Quill, they could use it to make and 
publish games. We only asked for ‘Made with The 
Quill? to be inserted somewhere in it, although I 
don’t know what percentage of commercial games 
actually contained that. It was only recently that I 
came across a finished copy of Mindfighter. 


TG: Many seemed to honour the credit even if it 
was subtly in the game somewhere, and they were 
quite easy to spot! I did do some custom work for 
CRL and St Brides, porting between machines 
and adding in small specific features, but that was 
just paid for at day rates. It was pleasing to see 
this happening and some were very good — that 
could only help us as a testament to what could be 
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achieved. 
SW: Do you have any favourites from any of 
the games produced using The Quill or PAWS 
by individual “bedroom coders’ or very small 
companies, which might not have stayed in business 
long? Any you particularly admired? 


TG: Truthfully, I think we were so busy with the 
business and writing versions of the software that 
there was little time to actually play any of the vast 
output, but I did have copies of things like HRH and 
the Delta 4 output. Probably the Gold Collection 
reflects the best pick as we did turn away a few 
— apologies to all affected, including the crushed 
14-year-old heart of Mark Howlett (@Lord_ Arse 
on Twitter). 


SW: Do you have any idea of how many games 
were created using The Quill and PAWS and sold 
commercially? 


TG; I think I saw a quote somewhere that it was 
around 800 — maybe I should try and find some time 
to research that. Of course, as several Qui/l- and 
PAWS-based games have been released this year 
the number is still rising... 


SW: While earlier companies creating similar 
games in the States such as Scott Adams’s 
Adventure International or Infocom, or big names 
in the UK like Level 9, had their own routines or 
systems, The Quill was pretty much the first general 
purpose adventure creation utility that was widely 
available in the UK and Europe and which, with 
planning and dedication, could produce commercial 
quality adventure games. What did you think of 
others that followed, like the Graphic Adventure 
Creator of 1986? 


TG: We did buy a copy of GAC as we were already 
well advanced with ‘Quillustrator’ — if I remember, 
the issue for GAC, which was slickly presented, was 
mainly the free memory for the final game, which 
PAW overcame with my overlay 
system so that the memory resident 
part of the Editor was as small as 
possible. The other is that the stack- 
based language may have been too 
complex for non-programmers? 


= SW: Gilsoft published The 
© Illustrator in 1984 (written by 
5 Tim, I think?), offering a relatively 
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© graphics to ‘Quilled’ games. Was 
= it already lined up to complement 
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The Quill due to growing market demand for 
graphical adventures? Whose idea was it? 


TG: Graeme was not really a fan of graphic 
adventures, if I remember, so Illustrator would have 
been all from me — although it did need to use a few 
of the Quill routines. I am sure I had started writing 
it as Quill took off. Games like The Hobbit had 
been out for some time, and we felt it was needed to 
complete ‘The Quill Adventure System’. I did the 
Commodore conversion as well, but Graeme as the 
CPC guru did that conversion of my code, so fell 
under its spell in the end. 


SW: Gilsoft’s last and most versatile product 
was the Professional Adventure Writing System 
(aka Professional Adventure Writer), which you 
published in 1986. This was a second-generation 
Quill with more capabilities built-in, and was a 
team product. Who was involved with this? 


TG: I think it was mostly put together by me, 
although Graeme may remember which bits he 
worked on that would have included his skilful 
testing — I integrated the work from Phil for 
Microdrive support and the text compression 
system, and wrote the DISCiPLE code. If my 
memory is correct perhaps Grae did some of the 
Spectrum +3 stuff as he had a lot of experience with 
the CPC and its similar OS calls? 


TG: I did the CP/M versions. I don’t remember the 
+3, so I doubt I did that. For Quill, Illustrator and 
PAW, lremember Tim and I having long phone con- 
versations discussing how things should be done. 


TG: We must have had massive phone bills! 


SW: The Professional Adventure Writer was, how- 
ever, only released for the ZX Spectrum series and 
CP/M computers, meaning that owners of other 
systems were obliged to continue using The Quill. 
Did this have any significant effect on sales? Or was 
the market for adventure games, utilities and 8-bit 
computers already shrinking? 


TG; We finished the PAW interpreter for the C64 
and did intend to create PAW for that at least. As 
you say, sales were slumping by then across the 
board although we were looking to develop for the 
Atari ST and Amiga —I have some outlines of game 
editors written in Lattice C. I think the custom work 
for SWAN had started by then so that led us down 
that path — after all, Graeme never gave up his full- 
time job — sensible as always but, coding was my 
full time job! 


SW: With the beginning of the end already coming 
in sight for 8-bit in the mid to late 1980s, what with 
the advent of the 16-bit Atari ST and Commodore 
Amiga and the slow but sure fall in MSDOS PC 
prices beginning, did this signal the coming end for 
Gilsoft International, or were there other reasons 
that the company closed down? How did that 
happen? 


TG; I think our lack of in-house graphics and sound 
people limited the ability to do stuff for the 16-bits 
(all of my mates were at university or just getting 
real jobs) and I was working pretty much full-time 
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Yeandle and Gilbert — Quilf and Illustrator. 


on the SWAN commission. Dad continued to sell 
the products, but my move to Spain to work with 
Aventuras AD stemmed the flow of new product, 
and the company just faded. Dad started the home 
brewing business while I was abroad — he was a se- 
rial entrepreneur as I said. I think 
another major issue was that you 
needed a fair size team to pro- 
duce code by the end of the 80s, 
and we were a disparate group of 
mostly part-timers. That’s why I 
enjoyed the time at Aventuras AD 

— it had a team of programmers, 
graphic artists, musicians and 
testers. 


SW: I know that Tim has a 
huge interest in the new ZX 
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which certainly bodes well for 
supporting an expanding niche 
market for adventure games 
creation. And there’s still a demand accordingly for 
The Quill and perhaps more for PAWS. ’m aware 
Tim is actively developing an updated version of 
PAWS for Next and possibly other 128K Spectrums 
and clones with SD-based storage. Can you tell our 
readers a little about that and how you see the future 
for Gilsoft (if it has one) and/or its products please? 
What can they look forward to? 


TG: Due to the way NextOS has developed, 
there will now be two versions of PAWS: one for 
Esxpos that is pretty much a straight port of the old 
system, but will allow a few of the new facilities 
like loading bitmap graphics from SD card, etc. to 
be used on any Spectrum including the Next. The 
other will integrate closely with NextBASIC to 
allow the full power of the Next to be realised to 
create all sorts of games. 

Iam not sure that the Gilsoft brand will be used, 
just credited — that was really my Dad as a sole 
trader. When he died, that transferred to my Mum, 
who still gets invoices to the Home Brew Shop with 
Gilsoft on the top! I was only briefly employed by 
them, ironically. Trading as Infinite Imaginations, 
I worked for many companies, including on 
conversions of some educational software, which I 
recently discovered were also worked on by Bob 
Pape although we never met. From his excellent 
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_ Andy Moreton in 1984. 


book it sounds like we nearly stopped the world 
getting Spectrum R-7ype, when we rejected his first 
commercial software attempt. So I may have met 
him and then crushed him; if that was me he spoke 
to at the PCW show I would like to apologise now 
in print. 


SW: Do Graeme or any of your colleagues have 
an interest in retro gaming now, or are those times 
more of a happy memory that you’ve really moved 
on from now? Do you miss those heady days? 


GY: [ have little interest in retro computing. 


TG; [Laughs] I did try to persuade him when the 
Next was announced, but he just kept sending me 
interesting computing puzzles (which have limits of 
time and or resources set for the solution) so really 
just another form of retro computing — that was 
what created the challenge in the 1980s for all of us. 

I know Phil Wade has gone back to playing with 
his band as music was always his interest so that’s 
his ‘retro’. Huw Hamer Powell works in the Far 
East and is at least trying out his version of Quill 
we recently saved from oblivion 
on a QL emulator! Huw Jones 
who did many of the loading 
screens has a very successful 
photography studio, and at least 
one of my school friend artists 
who did some of the early 
covers including the earliest 
Quill (Andy Griffiths) is a very 
talented full-time professional 
illustrator. Andy Moreton, one 
of the trusted friends who helped 
out around the office and with 
testing BITD, follows the ZX 
Next developments and always 
shows polite interest when he 
makes a visit back to Barry and 
sees the increasing mess of old equipment in the 
study. 

I have lost contact with many others like Ian 
and John who were stalwarts of the testing. Gilsoft 
published Ian’s very clever OL Notebook product. 
I know my cousin Neil who did a lot of the work 
on the accounts plays modern games (he lives in 
Scotland now), but I think I am the only one who 
truly ‘groks’ retro. 

My Dad if he were still alive would be scheming 
on a way to monetise the work I am doing on the 
ZX Spectrum Next... But he always said they were 
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Graeme Yeandle: 
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some of the greatest times of his life and I have to 
agree that unique decade would be difficult to top. 


SW: Gilsoft and all of you who were involved in 
the company and the industry you helped create 
and support have left a mighty legacy for adventure 
gamers, especially Spectrum adventure gamers, 
who regard the work you did with great respect 
and affection and are still appreciative of you when 
you show up on Facebook, the forums or Twitter. 
You must be proud of that legacy, even though you 
moved on afterwards? And now maybe some of 
that legacy is coming full circle? 


TG; I am very proud of what we achieved, and as 
Phil Wade called it “The Wave of Nostalgia’ at the 
moment is enjoyable, although I do think I have 
allowed it to take over my life a bit, so all the things 
I have promised to do for people or want to do have 
made a long list for my retro computing hobby. The 
full circle will be nice to have a copy of Spectrum 
PAW that can use modern ESXDOS devices to 
make life simpler for the remaining enthusiasts, 
and also for the ZX Next to have a version that can 
leverage its abilities. | am also determined to finish 
the interpreter for the Dragon and get those copies 
of Diamond Trail and Magic Castle finally released 
as I do have a ‘flight’ of Dragons in the house. 


SW: Thank you again Tim Gilberts and Graeme 
Yeandle, for taking part in this Adventure Trail 
interview. It’s been a privilege being able to 
interview you both together, and I’ll certainly be 
keeping in touch with Tim in particular, as ’'m 
hoping to be able to get back to using PAWS once I 
finally get my own paws on my Next this summer! 
I anticipate a learning curve, as I’ve forgotten most 
of what I thought I knew about using it back in the 
day. But as my readers know, not all those who 
wander are lost, and the adventure never ends! 
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CRASH chats to Graz Richards, founder of 
Wronument Microzgzames, to learn more about the 
publisher of games such as Metal Man and El Stompo, 
writh Graeme Mason in the interviewer's seat 


ITH HIS WILD SHAGGY HAIR AND 

piercing eyes, Graz Richards reminds 
CRASH of some of its famous friends of old, 
such as ace Dark Star and Halls Of The Things 
programmer Simon Brattel. But while the erst- 
while games coder (affectionately dubbed 
Crem) lost his desire for the business some 
time ago, Graz has continued to pursue the 
artistic side of ZX Spectrum software ever 
since the marvellous little machine first saw 
the light of day. Yes, Graz goes back a long 
way. A loooooong way. 


‘The first game | saw was Pong, back in the 
early 1970s, at a caravan park in Devon. It 
was set into a wall at a funky disco bar with 
some comfy leather seats,’ he begins. Like 
many of us, the young man fell in 
love with videogames there and 
then, bewitched by the ability to 
control events remotely on a TV 
screen. Home entertainment for Graz 
was then dominated by the Atari 
2600 until, after much consideration, 
his father opted to purchase a 48K 
Spectrum. A wise man, CRASH 
notes. ‘The games we got with it 
were Bugaboo The Flea and Valhalla,’ 
remembers Graz. ‘The latter was my 
first experience of a game crashing. 
It loaded, the screen was of the icy 
wastes of hell, but it wasn’t just the 
landscape that was frozen ... the 
whole game had stuck!’ 

Fortunately, Valhalla worked 
second time round, and after a brief 
moment when Graz _ foolheartedly 
considered the Spectrum not much 
different to his Atari 2600, he realised 
the scope the new computer had. 
‘You could actually live in the worlds 
that this machine was capable of 
presenting. Some, like Tir Na Nog, were 
exactly as promised: an interactive adventure 
with all the scope of a novel or movie.’ 

Ah, Gargoyle Games. Greg Follis and 
Roy Carter’s games were much loved by 
CRASH, although Graz admits to admiring 
‘pretty much all of the publishers.’ Even 
Atlantis. Speaking of CRASH, we presume 
it was his go-to monthly bible for all things 
Spectrum back in the day? ‘Oh, the day that 
Dad brought issue one of CRASH home,’ 
Graz recalls fondly. ‘What a day that was! 
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Previously we’d inherited pre-loved issues of 
[cough-spit] C&VG and [cough-splutter] Your 
Spectrum, and they were great. But CRASH 
was something else.’ 

That’s good, right? 

‘Oh yeah. We were already dug-deep into 
all the wonders the Speccy could bring, and 
this celebration in magazine form was exactly 
what was needed. It embodied the new era 
perfectly, and from that day we got each and 
every issue, and read it every day until the 
next one came out.’ It’s hard to imagine even 
Lloyd himself failing to shed a tear at that last 
sentence from Graz. 

So how and when did Monument begin to 
take shape? ‘I’d been buying lots of games 
from Zenobi in the 1990s, and was sure there 


“With his wild shaggy hair and piercing eyes . . .” — Okay, this 
was a Graz Halloween get up. Really, he’s quite personable! 


would be other companies still making Spec- 
cy games. Then in 2003, | picked up a copy 
of Micro Mart, and there it was: Egghead in 
Space. Naturally | ordered it straight away!’ 
Graz had discovered Cronosoft, the publisher 
that almost solely flew the flag for the Sinclair 
computer in the UK in the early-mid-Nough- 
ties. After keeping in touch with Cronosoft’s 
owner, Simon Ullyatt, in order to make sure 
he was kept up to date with new releases, 
Graz was asked to step on board in 2005. ‘It 
really all stemmed from me winning a ‘design 


a cover compo’ — yes, the Higgledy Piggealy 
cover is mine!’ he smiles. First and foremost, 
the new Cronosoft contributor became, in his 
own words, ‘the artwork dude’, before dip- 
ping his toes into other areas of production 
such as sourcing games and tape duplication. 
Towards the end of the decade, the retro 
movement was really beginning to gain trac- 
tion. Cronosoft found itself inundated with 
games, and with Graz gaining experience all 
the time in software publication, he thought it 
was about time he resurrected an old name. ‘I 
phoned Simon and asked whether he’d mind 
me splitting my time, and releasing games un- 
der anew name. There were plenty of titles to 
go around, so he had no issue with that and it 
would have been criminal not to have some of 
those games released on cassette.’ 
Graz had had his eye caught 
by two new games in particular, 
Catacombs Of Balachor and Zombie 
Calavera. Diving in, he contacted 
the authors straight away in order 
to get their permission to create 
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physical versions of their games. ‘It 
was a very exciting time,’ he smiles, 
‘as | was also getting to grips with 
the cover for Cronosoft’s Buzzsaw.’ 
The title for Graz’s new venture 
came from a name he had first used 
back in the early 1990s, when the 
Spectrum was going through a very 
sad time indeed; even your trusted 
mighty CRASH was experiencing a 
somewhat lean period. 

‘| started Monument Classical Computer 
Gaming in 1992 as an outlet for all the doubles 
I'd amassed while collecting,’ explains Graz. 
This being the pre-internet age, he sold his 
spares via mail order, all the way up until 1999 
by which time it had morphed into Monument 
Classical Microgames. ‘When | decided to re- 
launch as a publisher, | thought it was best 
to truncate the name further, and in 2012, 
Monument Microgames was born. Wow, as a 
publisher we’re six years old this year!’ 

Monument’s first game was Catacombs 
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Of Balachor, a fast-paced flick-screen arcade 
maze game. ‘It was very well received, 
programmed by a duo who go by the names 
Morkin and Rothron,’ explains Graz. Cover 
artwork for the game was conceived by 
Olli Hihnala while Graz himself contributed 
its loading screen, with assistance from his 
wife, Patti. ‘Tape duplication was done in a 
very Heath-Robinson kind of way, with tape 
recorders and leads all over the place!’ 
Sounds like Lloyd’s flat after a weekend of 
Speccy gaming, and despite his experience, 
Graz found it difficult initially to gauge how 
many copies to produce. ‘I discovered that 
making small batches isn’t enough. There are 
always people left out, and it takes longer for 
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me to prepare a second batch and get them 
the same.’ 

Such is the enduring appetite for new 
games among Spectrum fans, Monument’s 
initial batches of 50 often sell out within hours. 
‘| need to up my game there,’ notes Graz. ‘So 
the next title is being made 100 at a time.’ 

With that in mind, we ask Graz where he 
thinks the Spectrum stands today in terms 
of its community — presumably pretty highly 
considering the popularity of Monument’s 
games? ‘The great players back in the day 
were BBC and Spectrum, at least they were 
when | was a kid,’ he replies. ‘As the 1980s 


moved on, the Speccy pretty much ruled the 
roost until the 16-bit era. That’s quite a big 
fan base, and many people touched by the 
magic of the Spectrum have remained true to 
it. We’re nutters, us retro-heads. We really are 
in love with these machines, and we just want 
more!’ 

So far, Monument has sourced its games 
from other programmers. Does Graz intend on 
releasing some of his own work? 
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‘| sent off a couple of titles to CRASH for its 
Power Tape, but they were never chosen, and 
thank goodness for that, they were atrocious!’ 
he laughs. CRASH’s mailbag was often bulg- 
ing with cassettes from readers back in the 
late 1980s and early 90s; with space limited, 


“SINCLAIR ZX SPECTRUM 48K/128k 


ye MONUMENT MICROGAMES)) 


Hi This compilation collates the simple maze 
games depicting the adventures of Sid Spanners. 


fe: SINCLAIR ZX SPECTRUM 128K ONLY ‘>. 


Wi The hard-as-nails Cray_5. 


and with quality efforts from coders such as 
Jonathan Cauldwell, competition was fierce. 

‘But I’ve always got games on the go, 
’ve worked a little more lately on Tomes 
Of Torinoth [a PAW’d adventure that Graz 
unveiled a while back], which despite being 
finished and playable, keeps needing tweaks. 
It’s now 30 years old!’ 

Ideas flow from Graz, his mind clattering as 
manically as Lloyd’s trusty Hermes typewriter; 
as with many of us, time is his enemy. So for 
the near future, Monument will continue to 
publish mainly third-party games, and Graz 
finds himself occupied enough providing all 
the little extras that help his products stand 
out. ‘That can be a long process. We include 
CDs with the ROM, and they are a devil to 
do. It’s also tricky getting the booklets right, 
but we’ll probably include more keyrings in 
the future.’ Along with badges and stickers, 
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A double-play edition of Traxtor and its sequel, 
two colourful puzzle games. 


Graz is constantly thinking about new 
goodies that can be included to add value 
for money for customers. Fortunately he has 
support from Patti, who in addition to helping 
prepare each package, keeps Monument’s 
books and contributes ideas and drawings. 
And already Monument has an impressive 
catalogue of games behind it: the RoboCop- 
esque Metal Man, John Blythe’s Circuitry, 


CRASH Annual 2019 45 


menu-driven adventure Sam Mallard 
and Graz’s own particular favourite, 
the ethereal platformer Endless Forms 
Most Beautiful. ‘I’m smitten with it! he 
grins. ‘It’s become one of my favourite 
games of all time, a title of pure genius. 
I’m also very fond of the Balachor games 
— we hope to expect more from the 
catacombs in the future.’ 

With the Spectrum Next hopefully 
out by the time this CRASH Annual 
is published, enthusiasm for Sinclair 
Spectrum games remains undimmed, 
both in terms of customers and 
programmers. Does Monument have 
any plans for development on the Next? 

‘Yes indeed,’ chimes Graz, ‘So far, 
though, some programmers appeared to have 
been shying away from the machine, despite 
some up-front development funds. Our first 
release has a few issues to iron out, but is 
intended to be Nextipede, a joint effort with 
Cronosoft.’ 

One thing’s for sure however, there’s going 
to be no let-up in the release of ‘standard’ 


@ Each Monument release comes with a variety of extras. 


Spectrum games from Monument. ‘We still 
have Roboprobe, Impossabubble, Explorer 2, 
Nixy and many more to release,’ says Graz, 
‘so it’s not going to be a quiet year for sure!’ 
And, for those fans who like their games to 
come with a dash more of classic nostalgia, 
Graz is also planning to resurrect several 
games from the glory days of the Spectrum 
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Metal Man Reloaded 


While it’s clearly influenced by Ocean's mega- 
selling movie license, RoboCop, Metal Manis in 
a league of its own. Superb graphics {including 
some nice dashes of colour), infinite ammo and 
a lovelyevocative opening scené’¢reate a smooth 
anid compélling platform shooter. ‘Ihe original 
game from 1997 was given the Monument 
treatment. in» 2014 with a graphical overhaul, 
morelevels and an extra game on its B-side. 


Author: Oleg Origin 


of books 


on the wall there 
hangs a rame with a 
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but here are our five particular favourites. 
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El Stompo 


The star of El Stompo is Stomper, and he/she/it has 


a very important role: ensuring all the residents of 


its planet havea watchable picture’on their-T’Y sets. 
Most.of them don't, and by ‘stoniping’ on each set, 
Stomper can miraculously tune them in. Helpful 
chap. El Stompo-is another platformer, but’ its 
alternative gameplay style is fun, and each screen 
has to be carefully negotiated and: often planned 
out. The Monument version includes extra levels. 


Author: Dave Hughes 


Sam Mallard: The Case Of The 
Missing Swan 


With its windowed menu screen (reminiscent of 


David Jones’ Magic Knight games) and stark black 
and white graphics, Sam Mallard is‘an atmospheric 
adventure that’s easy to get-into, but offers some 
taxing problems later on. Quick keyboard control 
and short cuts make the game really fun to,play and 
move around within, and it makes a nice cerebral 
change from all the platform and arcade gaming. 


Author: Ersh 


and produce sequels, with permission from 
the respective authors, of course. Other 
formats are also being considered, with 
the ZX81, Amstrad and Commodore 64 
all possible candidates for the Monument 
treatment in 2018. 

Like many software houses today, 
Graz runs Monument as a_ non-profit 
organisation, happy to cover his costs, 
and keep the games as affordable, and 
available to as many fans as possible. 
Even with rivals such as BumFun Games 
and the Mojon Twins around, there’s 
enough breathing space for all, and plenty 
of hungry Speccy gamers, keen to pick up 
the latest releases. As a Spectrum super- 
fan, it’s a service he’s delighted to provide. 
‘For me, it’s a means to enjoy some incredible 
stories, and undertake new adventures. | just 
admire the way the authors portray these 
stories using the machine’s characteristics. 
Every system depicts the story differently — | 
just so happen to prefer the way the Spectrum 
handles them.’ And so do we, Graz, and so 
do we. 


Balachor’s Revenge 


The sequel to Monuments first game, Catacombs 


of Balachor, is another Medieval-set flick Screen 
arcade adventure, firmly in the mould of games 
such as Robin Of The Wood and Firelord. The 
eponymous ancient sorcerer is back, and this 
time wreaking more havoc around the town 
of, Greenbury. There’s.a stack load of items to 
pick up and missions to complete and it plays 
superbly. A modern Spectrum classic. 


Author: Morkin and Rorthron 


Endless Forms Most Beautiful 
Playing one of two characters, Moebius or Pucky, 
it’s your job to clear each platform on each level of 
pesky imps, with numerous enemies standing in 
your way. The beauty of this game is its simplicity, 
and the way it cunningly combines this witha 
gentle yet serious difficulty curve, drawing the 
player in. to that just-one-more-go factor. Cute 
graphics and sound complete the package. 
Author: Dave Hughes and Dr. Thomas 


BACK IN THE DAY, 
THESE AMAZING GAMES 
WERE PLAYED BY MILLIONS 
OF GAMERS WORLDWIDE. 


NOW THEY (AND THOUSANDS 
OF OTHER RETRO CLASSICS) 
ARE AVAILABLE TO PLAY ON 
ANTSTREAM AT THE 

TOUCH OF A BUTTON. 


SO WHAT ARE YOU WAITING FOR? 


Q | Sir70n Butt/eps 


ell, here we are again. Another year has 

WY cue under the floorboards and we find 

ourselves together for what is almost certainly 

the last time. Perhaps it is for the best, as my task, this 

year was considerably harder than before. That is not 

to say there weren’t sufficient examples of wonderful 

Spectrum art, but most of the best work was by just 
one or two very talented individuals. 

| never cease to marvel at the imagery created on 

the strange little machine that was one of the first 


1: Keep ZX! by Rion a = - 


(Sergey Zalesov) 2000 


No doubt our readers will endorse the 


heartfelt message in the title of our ; tenes 


first offering, while forgiving the rather 
unusual layout that is both visually 
engaging and physically impossible. 

Who the two mysterious Mr Smith-like 
characters in the background are meant Pe al 
to be is anyone’s guess, but the hands 33 
struggling to contain the radiant power of 
the three keys seem to be from someone 
out of view, possibly even kneeling at the 
feet of the spectacled duo. 

Regardless, there is something in the 
simplicity of this image that caught my 
eye, the artists passion for his machine is 
displayed boldly for all to see. 

Keep ZX indeed! 
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foundation stones of my career in games, yet gave 
me such headaches back in the mists of time. Others, 
infinitely more talented than me have obviously applied 
themselves to knowing its every nuance for the love of 
their art, while we simply plied our trade in pursuit of 
filthy lucre. 

Such is life, so before | get too misty-eyed, | shall leap 
straight in with the final selection from the ZX Spectrum 
Graphical smorgasbord. 

Enjoy! 


—— 
+? . 


2: Dead Eyes See No 
Future by Zombi2 2008 


Once again, all sense of proportion 
is thrown out of the window like 
an old sock for the sake of visual 
impact, but I’m not complaining. 
The owner of the demonic eyes 
to the rear either has the largest 
hands in town or the smallest head. 
Regardless, | still have plenty of time 
for this particular image, even if the 
attributes are in full effect front and 
centre on the face of the screaming 
man in the spooky floating orb. 
Something tells me | have seen 
this image before, but for the life of 
me | can’t recall just where. That said 
it has more than earned its place in 
my final ten. 


a this able and dais more can 3: CPU Loves me by bfox 
e viewed at www.zxart.ee (Oleg Senin) 2006 


Portraiture is a grey area with me. It’s not that | don’t appreciate 

it in all its many facets, but when it’s a digital image? 
There’s just too many shortcuts that | as a pixel 
pusher am aware of so it’s hard for me to get 
excited. 

This however, caught my eye, not because of 
the subject matter; but the dynamic lines used in 
the “stippling” if you can call it that. 

The bizarre diagonals bring to life what would 
have otherwise just been a run-of-the-mill image of 
a young man either full of the joys of life or running 

for a bus. 

Whatever is happening here, the execution, the 
bold marks, the brave use of colours, they all make 
this image truly jump from the screen. 

Bfox, | salute you. 


4: Gagarin by Dman 
(Dmitrij Kalinin) 2018 


From Russia we get our most recent addition, this haunting 
rendition of Mother Russia’s most famous cosmonaut, Yuri 
Alekseyevich Gagarin. 

As a firm believer in “less is more” | was instantly drawn 
to this highly effective portrait; floating in the cold blackness 
of what | can only assume is space. 

The abstract splashes of colour outline the face of aman 
who always looked too fragile for the rigours of space travel 
and who ultimately crashed to earth. 

It captures a moment in time, an era when bold steps 
were taken and this image is in itself a snapshot, a picture 
created on a machine that is itself a relic of a different age. 
Lovely stuff. 


5: Billy by Ptoing (Sven Ruthner) 
2006 


From Germany we have a fine example from an 
exceptionally talented young man who has a style 
very much his own. 
His online portfolio is well worth searching out. 
This dayglo creation bears all the hallmarks of 
his work, bizarre characters, strange features that 
jar but have a subtle appeal at the same time, all 
mixed in with a great sense of the surreal. 

It was a while before | noticed that our skeletal 
chum here has a sack with limbs for a body with the 
cutest of hearts drawn boldly upfront. 

Is he inviting us to the peak of the fiery volcano 
or warning us to keep clear? Probably neither, but 
either way Ptoing always manages to engage and 

; i é entertain with his pixels. 
ay : “3 3 : Sterling stuff. 


tt wunill 
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6: | have to be a pacman by prof4d 
(Aleksei Rusakov) 2010 


| have no idea why we have this distorted 
image of a jolly child eating what | can only 
assume is a grilled cheese sandwich on top of 
a Pacman screen, but I’m glad we do. 

The sense of the ridiculous is what makes 
this image what it is and makes it work so well. 
It’s as bold a piece of Pop Art as you could wish 
for, with the obvious theme of eating running 

through what on first glance seems like two 
totally unrelated images. 

Certain elements, the fingers for instance 
don’t bear close scrutiny, but this is the Spectrum 
so what does? It’s the image as a whole that holds 

the eye, the very strangeness that engages, makes 
you question what it is and whether you like it or 
not. And like it or not, it’s here in my top ten and 
rightly so. 


7: Shadow Priest by Valido/ 2015 


There’s a host of tiny details in this lovely comic-book style 
image that on first glance are not all that obvious. 

The black circles steal the eye away from pretty much 
everything else, yet if you turn your gaze elsewhere, you see 
the fine wisps of hair whipping to the right with the arcane 
forces that are at play. The delicate fingers at her temple 
counterbalance the strength of her concentration and the 
spell that she is casting. Subtle lines suggest voluminous 
robes along her arms and shoulders while fine lines allude to 
runes or similarly mystic symbols on the frontispiece. 

The simplicity of line used in her features is masterly and 
the overall image has, for me at least, the feel of classic 
Steranko artwork. 


8: Banka by KACnk 
(Aleksandr Kandaurov) 2015 


A lovely mood piece that comes, as most quality Spectrum 
art does these days, from Russia. The sense of space is 
achieved with great subtlety and a fine grasp of the pixel 
artists’ craft. The lava lamp, while slightly small, truly does 
give off a warm glow, reflected from the jar containing what | 
see as two luminous moths. They in turn are filled with a pure 
white light that is dancing on the edges of the unearthly floating 
cubes. 
| have no idea what the title of this piece means, if anything, 
seteletetce : nor do | think it even matters. The image is its own entity, a 
g strange and haunting collection of objects that spoke to the 
artist and he in turn sent it out to the world 


9: Birdbrain by atom (Poland) 2018 


Our penultimate creation is a wild and unbridled piece 
of psychedelia. Symmetrical apart from the torturous 
twists of the purple brain this owl/hawk/bird creature 
gazes into you with target sights for eyes. 
The bizarre sigils below each eye are strangely 
‘sprite-like’, reminiscent of frames of animation of 
a craft or machine piece turning. Indeed the whole 
image, while filled with smooth curves and tiny 
almost constellation like details has the unearthly, 
cold feel of an automaton. 
It is not ahappy piece, it is filled with passion and fire, wonderfully 
suggested with the feathered sections either side of the vicious looking beak 
as well as in the yellow eyebrows streaming above the eyes that have depths 
within depths. | never tire of this piece, truly great! 


10: Abu Simbel: Profanation by WAC (Marco Antonio del Campo) 2018 


Winding up this year’s top ten as | did last year, MAC has all and then some. | have no idea what the game is like but this 
recently created as fine a title screen as any game could wish _ is worth the price of admission alone. 

for. Virtually identical to the box art, this image has got it all: an What a way to wind up our pixelated perusal of the best of 
omniscient and uncaring stone deity spectating as the hero’s _ the best. 

plight; a plethora of foul, hairy limbs reaching up from the pit 
below; deadly orbs of unbridled power; a hero 
vaulting through it all to claim his just reward. 

The game title is rendered magnificently, MAC 
has tucked his moniker neatly and surreptitiously 
in the top left corner, the publisher is in evidence in 
the far right and he has even put in the name of the 
original artist who did the cover illustration. It’s got it 


Until we meet again somewhere along the 
retro-highways, | bid you all a fond adieu! 
But before I go | will throw in one bonus image. 
This gem speaks for itself! Enjoy! 


Guardians of the Scene 
by Tutty erry Myers) 2015 
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1987-1990 


The Spectrum magazine scene was fierce, with CRASH, 
Sinclair User and Your Sinclair all battling for newsstand 
sales. One weapon that proved very effective for the 
rival titles was a ‘free’ covertape containing games and 
demos. CRASH was forced to follow suit and so began 
the so-called ‘covertape wars’ where each mag tried to 
outdo each other by cramming more and more content 
onto each tape (or indeed tapes), often at the expense of 
the printed product. Whether you appreciated the trend 
or not, there’s no denying that CRASH compiled some 
strong tapes — including these ten standout examples as 
selected by MARTYN CARROLL. 


The Crash in I+ F 
Sampler: Oct 1987 » om 


Sister mag ZZAP!64 may have done it 

first (its own Sampler tape debuted in 

June 1987), but CRASH did it better 

with a tape that included seven — 

SEVEN! - hot demos. The highlights 

included previews of Athena, Mean 

Streak, Ikari Warriors and Trantor: 

The Last Storm Trooper, as well . 

as the first glimpse of Incentive’s ie St Som a ibe i RICE 
ground-breaking Freescape title + ee ee : reparation 
Driller. This was the early days of “ E 3433 ttnttetaaaaae 
Speccy demos so only some of them were actually playable, 

but it was still great to get a first-hand taste of shiny new games. 
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Following the famous Sampler, 
CRASH issued the short- 

lived series of Sneak Preview 
tapes that each contained two 
desirable demos. The second 
was a belter, featuring playable 
demos of Ocean’s Christmas- 
number-one-in-waiting RoboCop 
and Incentive’s third Freescape 
adventure Total Eclipse. Both 
games were ‘Smashed’ when 
subsequently reviewed (earning 
92% and 93% respectively), 

j ) th and thanks to this tape, readers 

: HAT f {] could actually sample these top 


Ww TAPE , 
SHE Oly PLAYABLE demos Ot 6) ee 
ROBOCOP trom O 


ee = te te : > == ore fi) 


ty 
z 
t 
:F 
ac) 
: bs 
Alle 
5 
¢ 


> 
I ny 


Poe titles while the other mags were 
merely talking about them. 
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nn We wonder how many 
” Freescape games were sold 
off the back of the CRASH 
demos? 
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A cartoony Catwoman 
cameo appeara 
Crusader demo. 
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RASH 
LRAon Presents: A z 
un JOS Dt ED ae - 
The boat was pushed out for | Sagaigng 
the first of the monthly CRASH 
Presents tapes. Boldly criticising 
rival mags that had tapes ‘often  jsiyediiaunes 
full of dull tripe’, the team ae © tn 
pulled together a fantastic 
debut that led with a limited 
version of Dizzy (more than 
a demo but less than the full 
game) and backed it up with 
a fantastic retro threesome of 
Pete Cooke’s Micronaut One, 
Gremlin’s first Monty Mole 
game and Incentive’s Moon 
Cresta. Throw in a demo 
of Sanxion and some ‘Def 
Pokes’ from Nick Roberts 
and you had a tape that was 


Ss! 
NCLAiR SPECTRUM GAMES 


difficult to top — quite literally, 
it would become apparent. 


Dizzy makes his first of many 
appearances on a CRASH covertape. 
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WHERE'S MY TAPE?! 


Another of Oli Frey’s 

covers that so 

alarmed the news 

buyers at WH Smith 

that Newsfield was 

delivered a stern : 

rebuke and a ‘don’t ; PLAYING TIPS GALORE IN 


do it again!’ warning. NER re CHEAT BONANZA! 


Winter Wonderland 
; _ ; ; ; was a delightfully 
Despite promising ‘mega thrills lined up for you to Christmas and old-school 


beyond’, the tapes that followed the first CRASH Presents were ativenture game. 
largely underwhelming. This was one of the better examples as : 

it featured a nicely eclectic mix, including Domark’s fun puzzler 

Split Personalities (which had absolutely nothing to do with 

the Spitting Image TV show, no Your Honour) and Incentive’s 

text adventure Winter Wonderland. Making up the numbers 

were a curtailed version of the Treasure Island Dizzy game and 

Mastertronic’s spurious snack tie-in Action Biker. 
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Tasks ComPle 
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Another two-tape issue landed 
during the summer. Tape one 
was the usual mix — several 

full games (including Hewson’s 
Astroclone and Design Design’s 
On the Run), a demo (Domark’s 
Skull & Crossbones) and some 
pokes. But tape two was 
essentially a Codemaster’s 
Quattro collection, containing 
four of the firm’s ‘ABSOLUTELY 
BRILLIANT!’ hits: Dizzy (yes, 
again, but the full game this 
time), Phantomas, BMX 
Simulator and Fruit Machine 
Simulator. For any young ’uns 
who’d come to the Speccy 
scene late this tape was instant 
edification. 


FOUR INCREDIBLE 
CODEMASTERS GAMES! 
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ABSOLUTELY BRILUIANTI 


@ PHANTOMAS 
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if your tapes aren't here ask your newsie 
where they are! 


0.0 


4) Rewer —cAMPI iN 


Powertape: Sep 1991 


Not the final CRASH covertape 
— six more would follow — but 
this was the best of the later 
tapes. Topping the bill was Mike 
Singleton’s Lords of Midnight, a 
game that cannot be overpraised 
(so we won’t bother trying). It 
was joined by The Bobby Yazz 
Show, a fascinating oddity that 
was originally reviewed in 1988 
and received 85%. However the 
game’s publisher folded and 
poor Bobby Yazz was shelved 

— at least until we retrieved him 
three years later and gave him 
another shot at primetime glory. 
All’s well that ends well, eh 
Bobby boy? 


— 
—_— 
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Prewitt eee cee. 


ances 
CRASH Annual 2019 55 


LITECHUNICHELITECH_INICHEL 


SIMION GOODWIN’S 


HARLEQUIN 128 2D 


Now there’s a 128K Spectrum 
kit, based on commodity logic 
chips, which has taken my mates 
and me a week to get working. 
If you itch for a retro-computing 
constructional challenge, just add 
clear eyesight, good memory, 
steady hands and thin solder. 

All Sinclair's computers before 
the Spectrum were available as 
kits. Thousands built the 5-chip 
£50 ZX-81, though many of them 
paid the £20 difference to get 


reckons customers could build 
the kit in three hours, and did 
one himself in an hour and a half 
to be sure. It took my pal Bicycle 
John and | an hour just to check 
the 50 carefully-numbered bags 
of components, and three hours 
more to carefully locate and 
solder in the first 100-odd small 
ones, before even starting on the 
ICs. We misplaced R8 and R9 
initially and lifted a pad, requiring 
schematic scrutiny then a patch 
wire to fix the circuit. 

The next day | soldered in the 


TE TEE 


The Harlequin 128K kit - 55 chips, 53 sockets, hundreds of components in 
50 bags — over a thousand holes to fill, or dig. 


Sinclair to finish their kits. At last 
you can build your own Spec- 
trum board by soldering 200-odd 
components into over a thousand 
holes, guided by 18 A4 colour 
pages of instructions. Spectrums 
seem a lot more complicated 
without the ULA. 

The £85 Harlequin 128K 2D 
offers the RAM, soundchip and 
graphics of any Spectrum 128, 
plus an optional Kempston-com- 
patible joystick socket, but not 
the UHF, MIDI, printer or keypad 
ports, as Harlequin is a 5V-only 
design. Sinclair ROMs cost £16 
extra, but 2D can accommodate 
an EPROM from 32K to 512K. 

ByteDelight boss Ben Versteeg 
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50-odd sockets more quickly, as 
there was no need to search the 
board for each one. Filling them 
was even simpler as Ben arranged 
the chips on the anti-static mat to 
mimic their layout on the circuit 
board. All but two are socket- 
ed — Ben pre-fits one tricky sur- 
face-mount bit, and one TTL part 
needs soldering directly under the 
socketed sound-chip. This board is 
chock-full — not even room for the 
central mounting hole in a genuine 
Sinclair board, though Harlequins 
fit original cases if all the com- 
ponents are kept flush, and their 
CMOS logic runs much cooler. 

A day later John returned for a 
morning finishing off soldering the 


Everyday wizards attempt to solder 
up the Harlequin. This may take 
some time. 


connectors, checking everything 
very carefully by eye before 
stuffing the sockets. Connecting a 
composite monitor and standard 
Sinclair 9V PSU, we fired up. 
Random attributes appeared, 
and shorting the mid-board 


So 
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mquel Angel, Ingo Treepel, Don 


—? * 
Sudoku skills may be required, 
though detailed instructions 
disambiguate (LMLWD) most such 
puzzles. 


RESET pins scrambled them or 
the border, but there was no ZX 
BASIC menu. 

Reflowing dodgy-looking sol- 
der joints didn’t help. Nor did 
carefully sweeping the board for 
tiny solder-splashes that could 


Day 3, Harlequin video works — but 
the Z80A is sulking. 


short signals together. DIY pro- 
jects like this depend on luck as 
well as skill and stubbornness. 

Disconsolate days later my ex- 
Codemasters colleague Andrew 
Hague dropped in; he’d helped 
me fix the Video Genie on which 
my early columns were written, 
for show at the 2005 Retro Ball. 
A few more prods at reset and 
miraculously the menu appeared, 
and the board worked fine for 
two hours — until screwed into my 
Fuller FDS case. That’s enough, 
for now. 


ay 


The aura of a third wizard brought 
the Harlequin CPU to life after long 
labour. Phew! 


Software compatibility was as 
good as expected for a Spectrum 
128. The edge-connector lacks 
9 and 12V supplies so +D, Dis- 
ciple and Interface 1 won’t work, 
though Spectra is compatible —- 
just as well as | didn’t fancy sol- 
dering up a mini-DIN to SCART 
cable. Eventually !’ll wire up a full- 
sized DIN to match my Thors! and 
other Sinclairs. 

Like Next, Harlequin uses two 
stereo audio sockets; MIC and 
EAR require a +3-style splitter 
cable, freeing the second socket 
for beeper and AY output in stereo. 
Unlike Next and +3, Harlequin 
designer Don Superfo wired EAR 


T A series of Sinclair QL-compatible 
computers produced by Cambridge Systems 
Technology in the late 1980s. 


to the tip so the splitter’s mono 
plugs must be used contrary 
to their labels, but a mono lead 
works just for loading. 

Composite video output has 
some dot-crawl, because of the 
interaction between crystals, the 
price of offering both PAL/NTSC 
and 48/128K timing options. 
Harlequin is not an easy build, 
but great value and a thrill when 
it works! 


FLASH DRIVES 


DivIDE resembles a 21st-century 
bare-board MGT +D, for IDE 
drives rather than floppy disks. 
Plug in one or two IDE hard disks, 
CD, LS-120 or ZIP drives with 
separate power supplies, or a 
40-pin IDE socket adapter that 
allows Compact Flash memory 
cards to mimic magnetic drives. 
| tested that £40 version with 
ESXDOS pre-installed. Other 
firmware is available, including a 
GDOS emulator. 

IDE and Compact Flash proto- 
cols are almost as old as the ZX 
Spectrum, based on PC-AT 8/16 
bit ISA slots. This eases interfac- 
ing to the parallel Spectrum bus, 
but the cheapest memory cards 
these days use a high-speed se- 
rial interface, defined for SD cards 
then trimmed to MiniSD and mi- 
croSD format, commonplace on 
Android phones. 

So DivIDE _ distribu- 
tor Ben Versteeg has 
come up with a new 


£65 interface, extending work by 
Mario Prato, whimsically named 
DivMMC Enjoy! Pro One. This 
also uses ESXDOS but comes in 
a nice black case with a through- 
port for a few simple peripherals, 
two lights, two joystick ports and 
pushbuttons on the top, two SD 
card sockets on the left side, and 
three neatly-labelled configuration 
switches opposite. 


ESXDOS 


ESX (Extended Spectrum eXpe- 
rience) DOS comes on a 4 GB- 
memory card but less than 2 MB 
are used for the system and sam- 
ples. Files are stored using the 
FAT32 filesystem (accessible by 
PCs, Linux and Macs) in 8K clus- 
ters, so even a O byte file takes 
8192 bytes, but that’s still room 
for hundreds of thousands. 
Subdirectories can each hold 
up to 704 files. In 1970s CP/M 
tradition, names are limited to eight 
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ESXDOS’s magic-button help screen. 


characters with a three-character 
extension, like SNAPOOOO.SNA. 

ESXDOS has a ‘magic button’ 
browser to select directories, .tap 
cassette-image files, TRDOS disk 
images and programs to run. It 
can also create uncompressed 
snapshots, not entirely reliably. 

The 48K BASIC LOAD, SAVE, 
ERASE and CAT commands 
directly support new drives. GOTO 
changes directories, e.g. GOTO 
hdO“games”. An asterisk refers 
to the current drive. A removable 
LS120 disk is mapped to ‘fd0’. 
Drive names are case-sensitive, 
unlike filenames. 

Additional commands with 
names prefixed by a dot are 
loaded from the BIN directory. 
These have Unix-like names 

but lack wildcards or output 

redirection; .cp and .mv can’t 

even copy between drives. The 
Next version of ESXDOS fixes all 
these issues. 

You can’t OPEN or extend files 
as you could on most ZX floppy 
systems, so the longest ones you 
can create, in practice, are 128K 
snapshots or 640K TRD disks. 
This limits programmers, but 
won't bother gamers just loading 
TAPs, .SNA uncompressed or 
.Z80 snapshots from WoS. TZX 
files are not supported. 

ESXDOS is not compatible 
with Spectrum 128 BASIC. An 
experimental .128 command 
calls up the 128K BASIC editor 
but crashes if you issue ESXDOS 
commands. It does give you a way 
to make 48K snapshots, though — 
type .128 then select 48K BASIC 
from the boot menu, which locks 
out the extra hardware. Otherwise, 
snapshots are all 128K. There’s no 
option to save just a SCREEN$. 

On a Spectrum 128 you need 
to type programs using single- 
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key entry, which is _ bearable 
with a labelled Sinclair ‘toast- 
rack’ but tough on an Amstrad 
Spectrum Plus 2 or 3, with few 
of the keywords marked. There’s 
no support for the 128 BASIC 
editor, which would let you 
type keywords _letter-by-letter; 
EXSDOS runs in so-called ‘USR 
0 mode’, with the 128K RAM and 
soundchip accessible to machine 
code but the Spectrum 128’s 
extra ROM features hidden. 


ROM REPLACEMENTS 


Solutions for this include BetaBA- 
SIC which makes keyword entry 
optional, or Geoff Wearmouth’s 
Looking Glass and Gosh Won- 
derful 16K Sinclair ROM replace- 
ments, mocking Microsoft’s GW- 
BASIC where his initials stood 
for the minced oath ‘Gee Whizz’. 
Geoff's GW adds block delete 
and renumber extensions and 
lets keywords be typed in full, 
retaining extend mode. Looking 
Glass is similar but tailored for 
Next-like PS/2 keyboards, with- 
out short-cuts (or extensions). 
There’s a neat hardware solu- 
tion, too. For £7.75 plus postage 
Kevin Braun of The Darby Insti- 
tute supplies well-made adhesive 
keycaps that overlay onto most 
keyboards all the extra info a ZX 
programmer needs (see picture 
over the page). They’re great for 
emulators as well as Amstrads. 
DivIDE works well with Garry 
Lancaster’s £10 +3e ROMs instead 
of ESXDOS. Two chips fill space 
Amstrad left fallow, extending 
Plus 3 (or 2A/2B) display and file- 
handling. +3e works fully in 128 
BASIC, juggling IDE/Flash drives 
as any number of named C/PM- 
like partitions of up to 16MB each, 
requiring custom commands to 
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Darby Adhesive Keycaps make almost any keyboard ZX-friendly. 


access its filesystem on modern 
computers. | compiled the free 
‘zx-3e’ package from C source 
on MacOS and ignored clang’s 
warnings; it worked fine on 
partitions over 512K. 

Table 1 below lists major +3e 
features. New commands have a 
weird style, ingeniously combin- 
ing old keywords for compatibility, 
so NEW DATA creates a partition 
and MOVE BIN splendidly deletes 
one, CAT ASN shows drive as- 
signments not ArcSines and CAT 
TAB shows a table of drives and 
partitions, not a tabby cat. Next 
BASIC goes much further, but this 
is the closest you'll get on an Am- 
strad +3/+2A - worth having for 
the bug-fixes alone and a treat for 
programmers. 


Table 1: +3e ROM improvements 
e Many major bug-fixes 

Hard disk (or flash) support 
New character sizes 
Moveable output windows 
OPEN-type files 
PRINT/INPUT to arrays or RAM 
Re-assignable drive letters 
Snapshot loading commands 


SPECTRA 


Hardware hacker Paul Farrow 
sends three gadgets for review. 
Spectra128 is primarily a SCART 
video interface for 128K PAL 
Spectrums, adding dozens of 
Nirvana-like hardware variations 
on Spectrum graphics: attributes 
every 1, 2, or 4 pixel lines, up to 
64 colours (on a black or white 
background) and even half-width 
(4x1 or 4x2 pixel) attributes. 

You need machine code for 
most of these modes as extra 
colour data clobbers ZX BASIC 
variables. The device ingeniously 
snoops the ULA’s access to 
display memory, building its own 
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double-buffered image in SCART- 
friendly RGB format. It drives the 
original RAM chips 50% _ faster 
than Sinclair did, with no more 
contention. 

Fact-packed documentation, 
presented like Sinclair’s manuals 
with orange abstract covers, is 
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spoiled by Spectra128’s being in 
two parts: a 42-page supplement 
for the 82-page original (48k) 
Spectra manual, with 30 of the 
new pages blank or almost so. 
All Paul’s docs are online at 
www.fruitcake.plus.com, rightly 
dubbed the Spectrum Resource 
Centre, almost overwhelmingly 
packed with reliable information 
about video output, Spectrum 
128 ZX8* emulators, — serial 
cables and compatibility. 
Besides the SCART socket, 
carrying BEEPs but not AY sound, 
Spectra includes basic serial and 
Kempston joystick interfaces, 
with switches to disable each, 


and a Sinclair-compatible ROM 
cartridge port. Spectra128 costs 
£65 plus postage, in a beautifully 
3D-printed case. A £7.75 adapter 
suits Spectra128 to later +2A and 
+3 Amstrads, re-routing power 
and paging connections and off- 
setting the main unit to leave room 
for Amstrad’s bulky power-plug. 

Paul’s third widget is the £35 
ZXC4. This 4 MB remix of the 
Interface 2 cartridge concept 
supports all ‘ROM’ sizes — not just 
16K ones — and can load games, 
emulators and new_ system 
ROMs elegantly in a sort of ‘kiosk 
mode’. Microsoft Windows and 
a serial port are needed to load 
stuff into ZXC4. 

Spectra128’s smart through- 
port worked perfectly with a 
+D floppy interface on a +42, 
with ZXC4 connected. ZXC4’s 
first menu option quits to 48 or 
128K ZX BASIC. Spectra also 
works with DivMMC and DivIDE 
providing ZXC4 is unplugged. 


|:\ZX Spectrum 


ZXC4 


é | 


Spectra gives clear RGB 
graphics and handles SCART 
switching intelligently, but if you 
have a 128 and a TV that lets 
you manually select RGB input 
you could get similar results 
with a bargain cable from Retro 
Computer Shack, and _ better 
compatibility with Panasonic flat 
screens, which confound Spectra. 
If you have a 48K Spectrum, 
which uses colour-difference not 
RGB internally, Spectra is the 
only game in town; its SCART 
RGB graphics look much clearer 
than any composite video hack, 
before even considering the 
bonus modes. 


SOUND PEOPLE 


After 30 years as a digital audio 
boffin (remember ZX-FX on 


the CRASH Tech Tape?) | got 
excited by ESXDOS’s .playwav 
commands to blast 8-bit linearly- 
sampled sound, grainily through 


Spectra 128, 
ZXC4 and the 
+3 adapter. 
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Top to bottom: ZXC4 menus from Harlequin 2D’s composite video output to a 
CM8833; Spectra’s SCART output on the same Philips monitor; and Spectra’s 
new colours — for now, just a static Knight Lore screen, by Russ Jukes. 


the 4-bit logarithmic AY sound 
chip or clearly via SpecDrum 
hardware. That works brilliantly 
on Next, though at a rather high 
62.5 kHz sample rate at top CPU 
speed, and at 44.1 kHz for my 
SpecDrum/DivIDE correspondent 
Matthew Logue, though there’s 
no way to break into long replays 
on his 1980s Spectrum. 


Sadly DivMMC boards can’t 
handle .playwav, and the DivIDE 
| tested added loud interference 
making it useless, even though 
the SpecDrum played perfectly 
on the same machine. Ben didn’t 
have time to investigate this. 

Phoebus and Nod’s Zool-style 
platformer Dreamworld Pogie fea- 
tures live rock played by polymath 


Lampros Potamianos through 
Next’s Covox-compatible output. 
To my ears this trumps any num- 
ber of AY chips, though it’s only 
8-bit mono, streamed by the Cop- 
per in scan-line synch at 15.6 kHz 
to avoid monopolising the Z80N 
or DMA. 

Next’s DAC copes flawlessly 
with original SpecDrum software, 
except the new machine’s inter- 
nal mixing plays the tape-out 
clicks intended to synchronise 
several SpecDrums through the 
same output, interfering with the 
sampled sound. But Miguel Jodar 
has patched Cheetah’s still-awe- 
some drum synth to nobble the 
sync pulses, so Next can’t con- 
duct other Specdrums, but can 
follow them or work independent- 
ly — without Cheetah’s hardware, 
or unwanted clicks. 

If you really love digital audio, 
and Tech Tips, consider saving 
up for a Focal Press blockbuster 
due in February 2019. My 
own 127,720-word book Beep 
to Boom is packed with rare 
insights, though pricey as it’s 
an Audio Engineering Society 
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special. It traces one-bit audio 
from Alan Turing’s 1948 Hooter 
via MIT to Spectrum variations, 
then delves deep and keenly into 
advanced sound systems I’ve 
built into twelve million shipped 
modern games discs. 

Beep to Boom contrasts audio 
systems from primal beeps to 24- 
bit 96 KHz HDMI 3D7.1, enthusi- 
astically eviscerating (LMLWD) 
TRS-80 relays, 16K, 48K and 128K 
Spectrums, SpecDrum, Apple || to 
2GS, PDP-1, POKEY, SAA, SID, 
Paula, TIA, AY and TI beep-chips; 
SPC700 and SPU, Ambisonics, 
convolution, rally games, filters 
and resampling, motion platforms, 
binaural beams, pathological cas- 
es, personalised HRTFs, cheats, 
consoles, VR and *R, speech sys- 
tems, interleaved streams, tran- 
sients, transcendentals, metering, 
randomness, endpoints, psycho- 
acoustics, propagation, audio ge- 
ometry, correlations and de-corre- 
lation. Among other things! 

It’s been a blast; let’s not wait 
30 years till we meet again. 


Simon N Goodwin 


Table 2: Spectrum, Timex, SAM, Next and some Spectra screen-modes compared 


Device 


ZX SCREEN$ 
Spectra mode 1 
Spectra 129 
Spectra 130 
Spectra mode 2 
Next layer 1,0 
Next layer 1,2 
Next layer 1,3 
Spectra 131 
Spectra 158 
Spectra 7 
Spectra 31 
Spectra Iso 
SAM MODE 3 
SAM MODE 4 
Next Layer 2 


256x192 
256x192 
256x192 
256x192 
256x192 
128x96 

512x192 
256x192 
256x192 
256x192 
256x192 
256x192 
128x192 
512x192 
256x192 
256x192 


32x24 15 
32x48 15 
64x48 
64x96 
32x96 15 
128x96 255 
1x1 (mono) |2 
32x192 16 
64x192 15/1 
64x96 64/1 
32x192 
32x160 64 
128x192 (15 
512x192 |4 
256x192 |16 
256x192 1255 


15/1 
15/1 


64/2 


Pixels X,Y | Attributes Colours | Memory] Notes 


6.75K | Layer 0/1,1/SAM MODE 1 
7.5K 8x4 pixel attributes 

7.5K 4x4 pixel attributes 

9K 4x2 pixel attributes 

9K 8x2 pixel attributes 

12K Next low-res mode 

12K Timex high-res mode 
12K Timex/Spectra/SAM 2 
12K 4x1 attributes 

12K 4x2 and extra colours 
12K 8x1 and extra colours 
16K 128 8x1 lines, 64 8x2 
16K Spectra mode 139 subset 
24K 2 bits/pixel like MSX 6 
24K 4 bits /pixel, MSX 5’ish 
A8K 8 bits/pixel like MSX 8 


Notes: SAM colours are chosen from a palette of 128, Next’s from 512. 
Spectra’s 64 ink-colour modes support only black or white backgrounds. 


FURTHER INFO 


Adhesive Keycaps: www.thedarbyinstitute.com 

The ZX Spectrum ULA book: www.zxdesign.info/book ISBN 978-0956507105 

Beep to Boom book: www.routledge.com/Beep-to-Boom-The-Development-of- 
Advanced-Runtime-Sound-Systems-for-Games/Goodwin/p/ 


book/9781138543904 


Harlequin 128K 2D, DivIDE and DivMMC Enjoy! Pro One: www.bytedelight.com 
ZXC4 and Spectras: http://www.fruitcake.plus.com 

Next SpecDrum patch: svn.zxuno.com/svn/zxuno/software/specdrum 

(file SpecDstd.z80, user guest, password zxuno) 

128 SCART cables: www.retrocomputershack.com 

GW and LG ROMs: hittps://drive.google.com/file/d/1_A7laL356EBo105n5Q1G7 


goxzY4Jh9T 


+3E ROMs: www.retroisle.com/sinclair/zxspectrum/Technical/Hardware/ 


spectrum+3e.php 


ZX-3E utility source: https://github.com/damieng/zx-3e 


CRASH Annual 2019 59 


FOR PEOPLE WHO * RETRO GAMES 


www.retrogamer.net 


XENON SPEEDBALL 


- 


LA 


ard THE ESGENTRL gi :3 pes Ges ie St ae - 
THE ESGENTRL Gy oo G heb ° . 2 a ted - = 
. Lal a — = 
ye aces ; Ht WORLD GF; 7 J 
| | 7a BITMAP | =< (ER ao 
— ary = (ecm <a se 1a “7 
a 2 | - Si 
El *. |BROTHERS ) % 
2 Kath a = : 
l gf . t 
Y a 
if ’ - 


CROC: LEGEND 
OF THE GOBBOS 
THE LONGE: 


ON SALE NOW 
The Bitmap Brothers #% The greatest PS2 games = Remastering Gods 


BIG INTERVIEWS 


scone" 300" Ez 
HE 2/49 > % 
RINBS 8 a 8 -. 
f : ~, ere f™ \ } 
" a , y is ' } - 7 j = OF; f 4 : 
> : E e See i I / 
) ) - 4 
= - 


BUY YOUR ISSUE TODAY 


Available at www.myfavouritemagazines.co.uk 


Available on the following platforms 


| Tablet i Desktop Bi Print | 


In the 1980s Crystal Computing, later Design Design, was a 
games force and SIMON BRATTEL one of its lead programmers: 
Warlock of Firetop Mountain came from his hands. Simon first 
visited CRASH in 1984 (Rebirth of the Things, issue 8, September) 
and now former staff writer Graham Mason (not to be confused 
with Graeme Mason) catches up with Simon for a chat on the life 
and times of a games designer and... 


Return of the Things 


Simon, pictured in 1983 


‘| was into electronics from a very young age,’ Simon 
answers when | asked how he got into coding and 
then programming for the Spectrum. ‘One of my older 
brothers gave me a valve amplifier rescued from a 
gramophone/music centre and put in a wooden box. 
The glowing valves | could see through the ventilation 
holes fascinated me...1 could use that to make all 
kinds of strange and interesting noises. As a teenager | 
started designing HiFi amplifiers, all funded by an older 
friend, and then | discovered logic gates and heard 
about microprocessors. | got hold of one, knocked up 
a very minimal computer with it, and taught myself 
programming in binary. This was a year or two before 
home-computers started to appear in the shops.’ 

What, | wondered, was his first game like? 

‘ld rescued a scrap of electronics — the kind of 
telephone exchange small companies used. It had a row 
of ten light bulbs and switches, for connecting phone 
lines. | connected it to my computer as an 1/0 device 
and my first game consisted of turning one of the light 
bulbs on and moving it backwards and forwards, while 
the ‘player’ tried to ‘shoot’ it by toggling the appropriate 
switch. This was excitement indeed in the 1970s. 

‘| wrote a number of simple games to show off the 
high res graphics of my TV — 24 lines of 64 characters, 
or a whole 96 lines of 128 pixels in black and white! | 
had a couple of rotary knobs that the computer could 
read the position from. | wrote games where these con- 
trolled the thrust of a rocket and flew it around, and a 
two-player tank game where you fired pixels at each 
other’s tank, using the knob to control the vertical ac- 
celeration of the pixel... But | wanted to write a Space 
Invaders and eventually | wrote a pretty good version. 

‘| was at university when | started writing my first 
Spectrum game, Halls of the Things, as part of a team 
with Neil Mottershead and Martin Horsley. An excellent 
: Collaboration, we all contributed equally, sitting around 
the computer and fighting over the keyboard as we all 
wanted to be the one typing and not just suggesting 
what to write. We gave up working on our courses and 
dropped out, so we’d meet up at some point in the 


Martin Horsley, Neil Mottershead and Simon Brattel. 


day and write code until some stupid time in the early 
morning. Sleep, eat and repeat... 

Programming is a boring task most of the time. 
| can write software and think about something else 
at the same time, but | can’t actually do anything else 
because my hands are tied up with the typing...so 
listening to music is better than nothing.’ 

And what kind of music soothed the hard-at-work 
programming soul? 

‘Oh, gods, all sorts. Oldfield, Simple Minds, Propa- 
ganda, Duran Duran, Gregorian chants, Fleetwood Mac, 
Tangerine Dream, everything except folk or rap. Really, 
it helped.’ 

The games were always innovative, but what, | ask, 
was the influence that inspired them? 

‘A couple came from arguments with a BBC owning 
flatmate, along the lines of ‘you couldn’t do Defender 
on the Spectrum’ or ‘You couldn’t do 3D graphics on the 
Spectrum’, which spurred me into proving him right — 
or, as | would have had it back then, wrong! 

‘Dark Star was an exercise in minimalism. | started 
out writing a starfield where instead of doing slow, 
painful rotates that required multiplication | used 
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addition to slide around the 3D world, while always 
looking in the same direction ...it was very effective, 
visually, and fast. Then | added some wireframe objects, 
but they slowed it down so much | spent the next month 


} optimising the line drawing, removing hidden lines 


and then nearly all the lines from the objects until it 
went fast enough to suit me. By then | had spaceships 
drawn with three or four lines, and horizontal ones only 
because they are much faster to draw. But it worked 
well because it was so damned fast. It’s ironic - a much 
less sophisticated game that just drew lots of lines 
slowly might have been equally well received and only 
taken a few days to write! 

‘| got so bored playing with line drawing routines 
day after day that | came up with the idea for 
Spectacle — a joke we included on the Dark Star tape. 
It was inspired by a Sinclair advert for the Spectrum 
that showed it displaying teletext, which it could not 
actually do. Typically Sinclair, of course. So | thought up 
a joke app that showed teletext-like graphics with lots 


of pages containing our sort of humour. | wrote lots of 
the pages and others contributed some, but | ran out 
of time to write the code of it. Luckily Martin saved the 
day by knocking up the actual code over a weekend.’ 

Apart from games, Simon also worked on an 
assembler for the Spectrum. How did that come about? 

‘Neil Mottershead wrote the Zeus Assembler for 
the Nascom originally. When we met at university he 
gave me a copy, which | ported onto my homebrew 
machine. | wrote an IDE for inventing things like syntax 
highlighting. Later on Graham Stafford or Chris Clarke 
from Crystal Computing, also at uni— suggested porting 
a cut-down version to the Spectrum, so Neil and | did. 
All | contributed was the screen driving and the monitor 
bits and pieces, the assembler guts were still entirely 
Neil’s code at that time. Over the decades I’ve stolen all 
his ideas about how to write assemblers and even had 
a few of my own. I’ve written hundreds of the damned 
things, and compilers and all sorts of tools. It’s grown 
into a fairly serious development tool, far and away the 
best for Z80 development ...and it’s free.’ 

With Design Design, Simon visited CRASH on more 
than one occasion — were those happy days? And how 
did you get on with programmers from other companies? 

‘They were a great bunch at CRASH. We used to get 
on really well ...go out for meals and so on with them. 
But most of the stuff | can remember is so unprintable! 
When | started out | didn’t know any programmers, but 
[at Design Design] we weren’t particularly impressed 
by anyone, at least not at the start. Later on, there were 
a few | admired. Jon Ritman, Costa Panayi both spring 
to mind. 

And what games did you play back then — now even? 

‘Halls then, and still Halls right now! About the only 
other games I’ve ever played extensively are driving 
simulators. Though | have developed a soft spot for The 
Legend of Zelda, Breath of the Wild on Nintendo Switch.’ 

Is there anything you would like to say to the 
Spectrum retro gaming community? 

‘Thanks for buying our games!’ Simon laughs. 


} ‘Some of you must have done — they can’t all have 


been playground copies — and for making our lives a 
lot more interesting than they would have been if we’d 
actually had to work for a living. Being in at the start of 
the games industry was a great experience. We felt we 
were doing something that had never been done before, 
and we were. Not many people get to experience that.’ 
Finally, what five items, past or present, would 
Simon Brattel take with him to a desert island? 
‘Only five items...? An Autodoc, Luggage, the Tardis, 
the Horn of Shambarimen, the Lazy Gun. 


Simon’s old game sources and utilities, including Zeus, 
can be downloaded for free from: 
http://www.desdes.com/products/oldfiles/ 
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t was in October 1983 when 

| joined Crash Micro Games 

Action to look after the mail 
order side of the new business 
and write reviews for the 
freebie game review cold-print 
catalogue. Many reviews were 
done at home, in the evening 
and on into the early hours of the 
morning. We didn’t have screens 
in the catalogues, which were 
illustrated by Oliver Frey’s pen 
and ink line drawings. 

However, when CRASH 
magazine was conceived game 
screen shots were required. 
Since there was no means of 
creating a screen capture in 
those days, the only viable 
alternative was to photograph a 
TV screen while someone played 
the game. Sometimes it meant 
playing and taking photos at the 
same time! 

Roger Kean decided to rent 
a small 17" TV from Granada 
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Rentals —television sets were 
expensive back then (in fact 
nearly everyone rented) and 
besides, there was zero budget 
to actually purchase one. 

We used two formats of 
camera to take screen shots, 35 
mm film for black and white, 120 
mm medium format, commonly 
known as ‘120-roll’, for colour 
transparency film. 

CRASH Smashes were the 
first to be shot, since there 
was much more work and time 
required to produce the colour 
sections of the magazine; 
anything else was photographed 
afterwards in black and white, 
developed and printed in-house. 

The camera had to be set 
up on a tripod for stability and 
repeatability and | used a remote 
cable release to trigger the 
shutter at the correct moment in 
the game play. It soon became 
apparent that photographing a 
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Montague Road 


standard TV was not that easy 
due to the way the image is built 
up on a CRT (cathode-ray tube) 
that meant a scan bar across the 
photograph could be seen. 
Dropping the shutter speed to 
around 1/30 second helped 
enormously with this issue — 
another reason for the tripod and 
cable release, to avoid shaking 
the camera. 

This was a time when 
cameras rarely had any built 
in light metering, so we had to 
obtain an initial exposure reading 
for the TV screen setting and the 
brightness, or lack of it, in the 
game’s appearance. 

The Sekonic meter that 
Roger owned dated from his 
days at film school and would 
have been used in location and 
studio situations for accurately 
measuring incidental light values. 
It had an unfortunate effect on 
the old-style cathode-ray tube 


television when it was held 
close to the screen. The rental 
telly succumbed to Roger’s 
insistence of taking regular light 
readings with the Sekonic, which 
caused a pink splodge to appear 
permanently on the screen... 
Whoops, explain that to the 
rental company! 

Fortunately for us something 
of a revelation turned up in the 
post for review in the form of 
a Microvitec Cub monitor. It 
produced images that were so 
clear, crisp, bright, clean and 
sharp when compared with 
what we had had before. The 
monitor’s review to appear in 
CRASH was easy to complete 
— simply put, it was brilliant! But 
like most hardware reviews the 
time comes when you have to 
send the item back. For some 
reason or other, our Cub didn’t 
find its way back to Microvitec, 
and thank heavens for that! 

Once all the images had been 
taken, it was left to me to load 
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the film into a light-tight canister 
to develop the negatives. This 
had to be done - as it still is for 
modern-day fans of ‘real’ film 

— in total dark, since even the 
faintest glimmer of light would 
fog and ruin the images (even a 
fluorescent wristwatch had to be 
put away). 

The cellar of 85 Old Street 
was a nice dark place to do this. 
Many spiders have witnessed my 
mutterings as | blindly fumbled 
and unwound the exposed film 
onto the film reels, inserting four 
at a time into the developing 
tank. | Know the arachnids 
befriended me since | always 
came up from the cellar with 
cobwebs all over me! 

Once the film was safely in 
the canister the lights could be 
turned on. Time to develop the 
film. The first of the chemistry 
poured in through the light-tight 
lid of the tank was developer. 
This had to be agitated every 
so often for about ten minutes 
before pouring it away and 
replacing it with stop chemistry, 
agitated again but for less than 
a minute before again being 
poured away. A fixing solution 
was then poured in, agitated 
every so often for about four 
minutes before being emptied 
out. 

The film was then light safe, 
so the tank could be opened 
up, the negatives unreeled from 
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the spools, washed in water and 
hung by clips on a homemade 
string line to dry. Once the 
negatives were dried they could 
be exposed through an enlarger 
(a light source which is projected 
through the negative onto a 
baseboard through a lens) in red 
safelight conditions and onto 
photographic paper. This was 
dish-developed and was the 
most exciting part of the whole 
job — the positive image just 
appeared in front of your eyes as 
if by magic! Developed images 
were then put into a fixing 
solution and then washed before 
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being hung up to dry. 

The positive photograph of 
a game screen was not the end 
of the process. Before it could 
be laid out with the text, the 
continuous tone of the photo had 


to be converted to a ‘halftone’, a 
process explained in last year’s 
CRASH Annual. Such were the 
mystical and arcane processes 
we had to endure in the days 
before digital publishing. 
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ZX Oure Development Diary 


MATT BIRCH has been designing PC and PlayStation games for 25 years including games 
for Psygnosis and Electronic Arts, with many Harry Potter titles among his achievements. 
In recent years he started his own development company, Heavy Spectrum, named after 
his beloved childhood machine — and in 2017 released the PC and PS4 game Qure. This 
is his story of tackling the development of a ZX Spectrum version of the Oure universe. 


development of a Spectrum version of the 

game my company made for PC and PS4. 
Oure is a personal project with messages 
of hope combined with the idea of playing 
a child who can turn into a dragon. I’ve not 
programmed the Speccy in a good 30 years, 
although | have been developing commercial 
games for 25 years, but the reappearance of 
CRASH and the enthusiasm of the community 
made me want to contribute something to the 
machine that basically made me who | am 
today. | apologise now for my lack of ninja 
Z80 skills going into this (and to anyone who 
plays the final game) but | hope you enjoy 
coming on my journey of enlightenment! So 
this is the story of how a few little experiments 
for fun turned into a fully fledged game for my 
childhood machine, the 48K Spectrum! 


2017 


The first routine | started experimenting with 
was while | was finalising Oure for the PS4 
back in September 2017. My initial vision for 
a Spectrum version was to do a super-fast 
scrolling game using a similar style to the 
game world in the Vortex Software/Costa 
Panayi Spectrum classic Tornado Low Level 
(TLL), but full screen scrolling at 50fps with a 
flowing dragon... 

| booted TLL and Critical Mass from Durell 
Software as the two games my memory 
had convinced me were my targets. | was 
somewhat horrified to find that these two 
masterpieces ran at a much slower frame 
rate than | remembered. | enjoyed playing 
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“TLL” style - Somewhere between 
Aug 2017 and Jan 2018 


them again but they clearly weren’t close to 
50fps ...never mind, they’re probably just 
‘of their time’. I’m sure with my 30 years of 
experience | can do a 50Hz scroller! Anem.. . 

So | started my first prototype and 
incredibly it worked! 50fps scrolling using 
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colour attribute blocks! Then | put in the 
dragon and this was when | realised quite how 
crazy my ambitions were. | quickly understood 
| would never be able to draw anything in the 
top quarter of the screen without it getting 
horribly flickery. Time to rethink. 

| investigated solutions people had used in 
other games, read interviews with Spectrum 
gurus, downloaded books on machine code 
from the era, and most importantly talked with 
Ben, a friend of mine who has enough brains 
to power NASA and is passionate about 
games, retro and otherwise. 

Ben suggested a dirty buffer technique, 
where you make a note of only the character 
cells you want to change and do all the work 


«COure is a personal project 
with messages of hope 
combined with the idea of 
playing a child who can 
turn into a dragon. 


starting from the top of the screen to the 
bottom in an attempt to outrun the raster. It 
was a lot more complex to engineer, but was 
a pretty good way of getting me a flicker- 
free general solution. It pushed me close to 
the limits of the CPU but worked as long as | 
didn’t draw much. 

| rewrote my engine as we rolled out 
the PC version of Oure in November 2017. 
Unfortunately, at this time things were getting 
difficult for Heavy Spectrum, and this left 
me with some tough decisions to make for 
the studio. My spirit crushed, | gave up on 
my Spectrum game... until | saw that Chris 
Wilkins, Roger Kean and Oli Frey were going 
to give CRASH a 100th issue! 


February 2018 


| was excited again! Let’s do this, let’s try to 
do the impossible, let’s make ZX Oure! 

With the benefit of a break | started to 
rethink what | wanted to achieve, | still wanted 
50fps on a 48K Spectrum but maybe my initial 
top-down TLL style was wrong. Graphically 
it was quite limiting and it was difficult to 
see how | could add more with my limited 
knowledge of the Spectrum. As usual my 
ambition outwitted my ability and | thought I’d 
attempt a Defender-style view for the game. 
Maybe with parallax clouds! At 50fps! The sky 
is literally the limit in this game! 
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“TLL” style - Somewhere between 
Aug 2017 and Jan 2018 


| really need to learn to control my 
ambition! 

| want the game to be colourful so I’m 
going to start by scrolling colour attributes 
and see where | can get to. First test is 
straightforward and no problem - a simple 
colour scroll. Now | want to add three 
overlapping layers of parallax, so next | try 
a simple depth check...erm... well, if it’s 
the only thing | ask the Spectrum to do | can 
make it work... So, next I'll try a height 
check version to minimise overdraws. That 


Parallax landscape test - Feb 2018 


turns out to be helpful but still over my budget 
of a third of a frame. So, after a long sequence 
of tests | come up with a lookup-table-based 
scroller that delivers 50fps scrolling attributes 
in about a quarter of a frame, which looks 
lovely and fast, but means the cloudscape is 
of a somewhat limited resolution. It currently 
takes about 4K of data in lookup tables so it’s 
probably best to leave it for now. 

Next | should think about the game. 
ve had many thoughts about this, from 
mimicking the PS4 version through to doing 
an entirely unrelated game. | figured though 
that the dragon is pretty much the icon 
of Oure so I’m going to have to make sure 
it makes an appearance. I’m also thinking 
that the Spectrum version should be its own 
unique experience telling a different story in 
the world of Oure so that it can be played side 
by side with its modern sibling and ensure 
that | can tailor a game to suit and respect 
the Spectrum. 
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Higher res landscape test + Segmented 
Dragon - Mar 2018 


Retrospectively as a novice Spectrum 
programmer | should probably have gone for 
a less complex title! 


3 March 


| started thinking about how to actually draw 
a long flowing dragon. | have prototyped 
a bit of code that produces a snake like 
dragon from a preselected set of parts. It was 
designed for the TLL landscape approach. It 
works pretty well but it has some limitations. 
While it’s very flexible allowing the player to 
draw S-shapes with the dragon for example, 
it’s pretty much limited to eight directions — 
which initially sounds okay until you realize 
that at 50fps the player can do a full circle six 
times in one second! So what to do... 


Sprite Dragon test - Mar 2018 


Okay, well, since we’ve got our Defender 
-style landscape working what if we try a 
Defender-like dragon? Maybe hand animated 
with some special animations for up and 
down so that it feels precise but looks good, 
and some special animations for turning left/ 
right on the screen that could be interrupted 
at the mid-point to maintain responsiveness 
when turning? Meh, sounds reasonable .. . 

Does some basic maths. 

Gulp! That’s a lot of memory for a smooth 
dragon ...my dream scenario is 30-ish-K. | 
can’t afford that, | need to fit a game in RAM! 
So after a bunch of assumptions about what 
is going to be acceptable and hand waves 
about lookup tables, | think it could be more in 
the region of 9K, but that’s still a huge chunk 
of RAM. 

I'll look at this again in the morning. 

Returning to gameplay thoughts, I’m 
currently thinking that the game will be about 
collecting the parts that make up the central 
tower, a bit like Jetoac, but it doesn’t feel like 
it would be interesting to do without some 
kind of threat to contend with, but threats are 
not really what the Oure universe is about. If 
| can get a playable dragon then it might give 
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me some more ideas as to how precise the 
player can be and that may inform what style 
of gameplay would work best. 

Best get some test coding done then! 


6 March 


I’ve started mapping out some sprites but 
also started to realise that if | want to have 
pixel-level responsiveness | might be better 
to rewrite the engine .. . again! 


9 March 


Interesting coding today. | went right back to 
basics. Amazingly it seems a lot faster, I’ve 
got everything going in less than a quarter of 
a frame. Most awesome discovery of today is 
byte-aligned data. | don’t have to do addition 
instructions for tables with less than 256 
entries, all | need do is swap the lower byte of 
a byte pair to get the address! Big speedups. 
Thanks to my new-found skills I’ve managed 
to get a test ‘Defender’ dragon that’s nice 
and fast! 


16 March 


It’s been a while, but | have made some 
progress. | finally got the dragon so it is fully 
under user control and I’ve managed to get 
it to turn and switch direction fully animated 
and fully responsive. 

My admiration for pretty much every 
Spectrum programmer who got a game 
finished increases every time | sit down with 
the Z80 compiler. | am working with a modern 
MacBook, with the ability to compile and test 
my program in seconds with a nice keyboard 
and editor, it’s a far cry from when | used to 
type code on the rubber keys and hope my 
code wouldn't crash the machine! 


20 March 


Gameplay thoughts. |m loosely thinking 
of having it so that you play the ‘architect’ 
dragon who built the iconic ‘tower’ in the 
game and that your job is to guide them as 
they configure the components of the ‘tower’ 
to their ultimate purpose. 

For the gameplay itself, I’m currently 
considering a few ideas. I'll blurt them out 
here so | have a record, sorry if they don’t 
make sense, dear reader. First, the sky could 
be peppered with ‘energy’ orbs to collect, 
and if | want to increase the challenge | can 
add ‘sky creatures’ which drain your energy 
and slow you down. This would leave the 
player with the task of dodging ‘creatures’ 
while trying to collect ‘energy’ in a high speed 
scrolling world. 

| would also like to make a game that 
can be thought about strategically, possibly 
making the building of the ‘tower’ an RTS 
game with you collecting resources from 
the clouds to use in the construction of 
the tower? | would love to have a situation 
where there were multiple ways to solve the 
problem of getting the tower built and that 
you could play the game over a few times with 
different paths to success. | loved Psytron by 
Beyond Software, something with that kind of 
‘juggling’ feel might be nice. 


25 March 


Spent an evening staring at my newly added 
pick-up and realising that | am going to 
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need a more general purpose background 
cleaner. The dragon is coded with an 
understanding of the screen and so has a 
very optimal background tidy up, but if | want 
to put things like the ‘tower’ or ‘sun’ into the 
background I’m going to have to be cleverer. 
Currently thinking of doing a compressor that 
generates a lookup table of tiles and colours 
for quick referencing... 

I'll try it tomorrow, it’ll be my most sophis- 
ticated python script yet! 


30 March 


| had to give the background graphic 
renderer some thought, but I’ve come up with 
something. | basically spent a day writing 
the converter and then another day writing 
the renderer. Much to my surprise the first 
time | ran the complete tool chain it worked! 
The backdrop for ZX Oure appeared on the 
screen! | was made up! 


First Background test - Mar 2018 


| proceeded to stay awake until 5am 
writing the first sprite to move around the 
screen restoring the background. It was ace! | 
should get back to writing game components 
next -— | need to keep sight of my goal of 
making a fluid arcade strategy game. I’m too 
easily distracted sometimes! 


Second Background test - Mar 2018 


2 April 

Got a basic pick-up system working, and 
rewrote the landscape code so it could have 
more discreet scrolling. The pick-up system 
at least proves that controlling your speed 
and reactions will be key to the game. 


22 April 
Bit of a gap in the updates, I’ve had some 
bad family news and it’s shifted my priorities 
a little. Essentially my Mum _ has_ been 
diagnosed with a serious condition which 
will have an impact on her quality of life and 
potentially length of life. It has made me want 
to finish this game even more. 

My mother has in many ways defined 
me, and due to her care, intelligence and 
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perseverance she has been my role model. | 
will always tie my love of the ZX Spectrum to 
her. One of the most vivid childhood memories 
| have is of walking out of the shop and down 
the street hugging the Spectrum box to my 
chest and smiling uncontrollably. My mother 
bought it with her first wage packet on 


“Pick-ups” - April 2018 


returning to work after taking a career break to 
raise my brothers, sister and me. | remember 
being so excited by the idea of finally 
programming a computer; and years later 
| realise what a big sacrifice my Mum made 
to get me that ZX Spectrum. Between them 
my parents brought me compassion, curiosity 
and enlightenment. | will always love them and 
be thankful for what they’ve done for me. 

My objective now is to make this game 
and try to project some of the wonder and 
hope she makes me feel. | will also, of course, 
be trying to help her as she faces the new 
challenges life has brought her. | love you 
Mum! 


23 April 

My renewed focus has finally brought me 
an idea | feel is strong enough to try and 
implement. | plan to have the player collect 
energy to activate the ‘conduits’ of the 
machine tower. These ‘conduits’ will be 
platforms floating in the clouds that require 
the player to carry energy to them. Time will 


First Platform - May 2018 


be a limiting factor, players’ skill in collecting 
energy and avoiding the cloud creatures will 
also be a factor, and the choices players make 
regarding the way they manage the conduits 
will be a factor. The reason management will 
be interesting and potentially make the game 
replayable is due to the following rules: 

Each ‘conduit’ completed will increase the 
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“Conduit” Energy Level display - 
May 2018 


number of cloud creatures in the game world. 
The more ‘conduits’ completed the more 
creatures will exist. Creatures slow you down 
when you hit them and potentially drain away 
some of the energy you collect. 

Each ‘conduit’ completed will also 
upgrade your dragon, the world or the 
remaining conduits. They might allow you to: 
harvest more energy for each orb, prevent 
cloud creatures stealing your collected 
energy, attract new creatures who give you 
energy instead of stealing it, etc. | can easily 
find one for each ‘conduit’! 

So as the player you are left with these 
questions: time is a critical resource, each 
‘conduit’ completed gives you abilities to 
combat that resource limitation, however the 
more ‘conduits’ completed the more potential 
penalties exist in the world thus reducing 
your effectiveness when completing the 
other ‘conduits’. It introduces lots of strategic 
variation that will ultimately depend on your 
own skill to determine a result that will work 


well for you. 
I’m going to start working on it. 
4 June 


Well, quite a gap here but I’ve got the 
conduits and the power levels in and working, 
they actually look pretty good and |’ve been 
able to keep the frame rate up! The last big 
gameplay component | really need to do is 
the cloud creatures, once these are in and 
working | think that | can build most of the 
game itself, then it will be on to polish. 


8 June 


GAH! | hate programming! Stupid Z80!!!! 


16 June 


Well, after my frustration I’ve made some rea- 
sonable progress. Conduits now collect ener- 
gy and I’ve got the human form working really 
nicely, with graphics and everything! 50fps 
animation and a double-height character! It’s 
a bit expensive but it works. 

| got annoyed with using debug numbers to 
track player information so I’ve implemented 
an OSD for the game. It shows which conduits 
have been completed and how much energy 
you currently carry. It’s definitely nice to see a 
semi-presentable version of the game. 

Pa 


First “Human” working - June 2018 


Still got to do the cloud creatures! Thinking 
it would be best for them to be flying in the 
direction you’re flying so you get time to react 
to them... 


2 June 


Big day today, | got sky creatures working! 
Not only that, | optimised a few areas and 
my basic character cell copy routine is 30% 
faster. But today’s big news is that the last big 
game component is in place! The creatures 
have difficulty settings as well, very useful for 
ratcheting up the challenge and give power 
to the conduits. You can even add ‘energy’ 
creatures that give you energy rather than 
take it away! 

Getting close to all the gameplay working! 
Exciting! 


“Sky Creature” working! - June 2018 


25 June update 


Conduit skill unlocks successfully imple- 
mented! 


29 June 


lam an idiot. | have spent three days rewriting 
the dragon code to make it more optimal. | 
finally did it, so flicker has disappeared from 
the game. | have also got to play the whole 
game from end to end for the first time, | 
really feel there needs something else to 
bring it together .. . 

| did wonder about putting in a ‘storm’ that 
travelled through the world slowly sucking 
energy from anything it passed including 
conduits, until you took action to ‘dissipate’ it. 
It would force you to think more holistically . . . 


30 June 


| really like the storm idea, but | need to get 
some processor time free to be able to pre- 
calculate it and draw it. Ideally | need to have 
the game done before the end of July. To get 
all the presentation work done | really need 
to have the gameplay locked this weekend! 
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50 June update 


Got a storm in and it is interesting. However 
| can’t render it on screen with creatures 
without dropping frames .. . luckily | think it 
should be fine to force creatures off screen 
when there is a storm by accelerating them 
away when the player is near the storm. I'll try 
it tomorrow. If it works then storms stay! 


2 July 


OK, so storms are staying . . . just! We’re right 
on the edge of frame rate... 1 mean, right on 
the edge, maybe 1-2% of a frame spare with 
a sound effect playing. | really can’t afford to 
do anything else. 


First “Storm” in the game - July 2018 


Playing with the storms | even had a 
few glimpses of Psytron which was a nice 
feeling! Chasing down the storms to stop 
them draining your conduit energy away is 
a good distraction and adds some tension 
to the game. When you see your abilities 
disappearing you really feel a sense of 
panic. It actually helps as well with player 
understanding of the abilities, you feel the 
effect of them disappearing a lot more than 
you notice them appear! 


35 July 


Oh dear, | ran out of memory today! Eeek!! 
| have done a quick cull of old code and 
lookup tables that I’ve had lying around and 
managed to free up approximately 8K of 
Slow RAM and 8K of fast RAM. 


5 July 

This project is rapidly approaching being 
my full time job! Today | finished the main 
elements of the OSD, it’s quite nice to see 
the storm appear and start chasing it down. 
’ve also implemented a reset button (no 
small feat!) and got most of the data tracking 
in for the ranking system. Again, a good step. 
If | can get in difficulty ramps tomorrow and 
an end flag then | have a game you can play 
properly. Presentation work mainly after that! 


13 July 


Massive week of progress! Today was a huge 
moment as well. Today | played the game 
from the start all the way to the end with 
placeholder story screens, all the front-end 
messages in and working, ranking working, 
difficulty working, timing working, essentially 
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everything working! It turns out the game is 
ridiculously hard at the moment. . . but that’s 
fixable! We got a game! 

| made a title screen using the cloudscape 
and made it move with a really nice random 
noise effect that averages movement across 
the cloud layers. It was so cool that it made 
the normal game clouds look really static and 
dull ... So | did alow cost version that | could 
run in-game, performance is obviously still a 
problem in game so | made the routine only 
run when the creatures and storms are not 
on screen so | know | have alittle extra spare 
CPU. I’m pretty chuffed to get it into the game 
it’s a big step. 


16 July 


Okay, more big steps. | animated all 34 
frames of the dragon and tidied up the resets. 
| added a custom font and got a basic start 
to a music player in. Next a compressor to fit 
the story panels in for the intro and ending! 


18 July 


Can’t believe how much time compression 
took to get working. | got the compressor and 
some test images, went through the pipeline 
and the colours worked perfectly! Then tried 
with the pixel data. It didn’t work. Just a mess. 
Now the pixel data is much more complicated 
than the attribute data so this was the worst 
possible situation. | spent a full day looking 
through the code, checking, rechecking, 
manually decoding data... until | noticed a 
single or instruction was missing. My original 
data was fine, a single or instruction had 
corrupted the decode every time. Gah! 
Feeling the pressure now! My mum’s health 
condition is declining and | want to make 
sure this game will do her proud. | finalised 
the script and | have included a message of 
generational transition into the story. It should 
be a good reflection of how my mum tried to 
help her children and | endeavour in turn to 
help mine. It will be a challenge to convey 
this sentiment within the restrictions of the 
Spectrum but | will have tried my best. 


20 July 


| have around 300 bytes left...| have a few 
more ideas to get maybe another 500 bytes 
but it’s still not much. | want to get joystick 
support in and at least a basic tune on the 
title screen, I’m really not sure how to make 
that happen in that amount of space | have 
left... and time is almost up. One last push, 
I'll prioritise Kempston support as that’s the 
closest to a standard joystick. Music might be 
the feature that gets away... 


22 July 


Well, the game is done! | got the music and 
Kempston support into the game! The music 
is very basic, but | got a simple tune for the 
title screen and actually a very small music 
sting for completing the game as well! My son 
described it as the Spectrum parping a tune 
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Dawn of Hope« 


You must collect energy and deliver it to the conduits 

The conduits each provide a different ability when fully charged. 
The Red creatures will steal ener ay from you it touched. 

The Storms will remove ener ay From conduits. 

You can stop Storms by spinning the dragon on them. 

Choose your conduit order carefully tobe as quick as possible! 
The more efficiently you play the better your ranking unll be 


ZX Oure Loading Screen and game 
playing instructions all in one. 


Getting story panels to communicate the 
narrative was tough in 48K! 


and he’s not far off, but it’s the best | can do 
with the memory | have left. 

| can truly say that I’m proud of what 
I’ve achieved after starting from scratch and 
relearning the Z80 and the Spectrum. | had 
a bit of a tearful moment actually loading the 
Tap file... Then thought it would be nice to 
get a loading screen, just to complete the 
effect... Then started to look into what 
would be involved ... Then realised | needed 
to optimise my code yet further to make my 
BASIC loader bigger .. . 

Okay, once more into the breach my 
friends! 


23 July 


Added a loading screen. | put the instructions 
for the game on it as well! The instructions 
were one of those things | really wanted to 
integrate into the game but just didn’t have 
any memory left so it was nice to find a way 
to get them in. 

The art is not the best, but it’s nice to have 
something; if | ever think of doing a version 
for the 128K machine or for the Spectrum 
Next I'll improve it. 

Regardless, | can now say ZX Oure is 
done. 

It was a rollercoaster to make but | hope 


The Speccy hardware let me create a 
semi-transparent feel to the conduits. 
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Special creatures differ subtly from 
normal ones, but can give lots of energy! 


My hope is that ZX Oure will provide 
something a bit different for Speccy fans! 


people can find something to enjoy in it. For 
me it does capture some of the references | 
was hoping for: a hybrid of Psytron, Defender 
and Jetpac but with its own unique feel and 
gameplay style. Rather like its PS4 and PC 
brethren, ZXOure does something different. It 
might not work for everyone but it is an attempt 
to create something new for players that does 
not travel a well-worn path and hopefully fits 
in with that diversity of experience that was 
one of the things that distinguished the early 
Spectrum years. 

Revisiting the Spectrum again after all 
these years has been a very emotional 
and rewarding experience, my love for the 
machine has deepened even further as has 
my appreciation of the incredible dedication 
that the programmers and artists who 
provided the games of my childhood and for 
those who provide games for the machine 
now. | hope with this game | can make a 
small contribution to the towering legacy 
they have all helped build, and | hope that the 
ZX Spectrum will continue to fascinate and 
inspire people with its inventive, pragmatic 
quirks that make it such a wonderful machine. 

After this journey, and the messages | 
want to convey with the game, | have finally 
decided on a title. | think it captures a little 
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The sky creatures are easier to avoid 
earlier in the game... 
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Each conduit powered-up changes the 
gameplay in a different way 
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The Storms can devastate your game. Keep 
an eye on the HUD to see where they are. 
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The title screen’s rippling clouds were a 
late addition that felt really great! 


of what my mum and the Spectrum mean to 
me. The game is called Oure: Dawn of Hope. 
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‘Oure’ and ‘Oure — Dawn of Hope’ © 2017-18 
Heavy Spectrum Limited, All rights reserved. 
Other products/software referenced are the 
property of their respective owners. 
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Unless you power-up the right conduits 
the sky creatures become much tougher! 


me 4 
The more energy in the conduits the harder 
the game gets; choose your order carefully! 


Keeping the whole game at SOfps with 
parallax scrolling and storms was really hard! 


Heavy Spectrum 
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LISTEN TO 
THE PIMAN 


the wacky sounds of Mel Croucher. | 

stumbled on a used copy of the Automata 
ZX Spectrum game, with the longest title 
ever, My Name is Uncle Groucho, You Win 
a Fat Cigar at a local car boot sale. Its 
colourful, well drawn artwork with its galaxy 
of Hollywood stars instantly persuaded me to 
buy, without knowing what was in store. 

The game itself was a fun graphic 
adventure, packed with humour, and it kept 
me coming back for more. The very crude 
graphics didn’t even seem to matter. On 
the cassette’s flipside was a strange, wacky 
piece of music laden with humour, silly voices 
and 1980s synth. | loved it straight away and 
played it over and over again. 

It turned out that the wacky cassette 
flipside ‘free hit single’ was a_ signature 
feature of all Automata games released at the 
time, each being written and performed by 
industry legend Mel Croucher, who it seems 
played more instruments than Roy Castle! 

The best known of all the Automata 
titles is undoubtedly Pimania, a surreal text- 
based adventure with trademark humour, 
unpredictability, and a valuable prize waiting 
for the first person to solve the puzzle. It 
introduced the zany pink, long-nosed Piman 
character who went on to star in another ten 
games, many songs and scores of Automata 


[: 1984 | had my first experience of 


STARRING GROUCHO, THe PIMA 
& A GALAXY OF HOLLYWOOD STARS! 
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AUTOMATA U.K. 


The Piman’s Software House 


adverts. These were presented as hand- 
drawn cartoons that graced the back pages 
of Popular Computing Weekly for years. 

The music on the flipside of Pimania is 
one of my favourite Mel Croucher tracks 
and I’ve listened to it countless times. Right 
from the Casio VL-1 percussion track at the 
beginning (made famous by Trio’s 1982 hit 
single ‘Dah Dah Dah’) the track draws you 
in. Surreal lyrics like ‘trapped in a micro chip 
| wander through your tube’ abound, with a 
pounding baseline driving the track. A mix 
of synth, guitar, saxophone and Mel’s dulcet 
tones cement it as a classic — even with his 
extremely dodgy Jamaican accent! 

From his website Mel quips, ‘I didn’t 
think people would buy my music voluntarily, 
but my video games provided me with a 


by 
ig R.HollinNS/ 


mechanism to force-feed the public my 
musical efforts. Anyone who bought one 
of those games got a single whether they 
wanted it or not.’ 

In 1983 and 1984, collections of these 
flipside singles were released on cassette as 
albums entitled The Piman’s Greatest Hits 
and The Piman’s Greatest Hits Too and were 
sold either by mail order or at 
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W°: personally | love it. It’s my 
passion for the music that 
prompted me to write this piece. It 
seems only appropriate that the 100th & 
issue of CRASH should mention § 
Mel Croucher’s unique musical 
contribution to the history of Sir Clive 
Sinclair’s ZX Spectrum. 


The songs you will hear on this disc were recorded in the early 1980s 
as backing tracks for computer games released on cassette by the 
British software house Automata U.K. Ltd. Combining primitive 
synthesizer tones and meandering psychedelic blues guitar with 
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s a dial-up modem sound and fading to 


reveal soothing wah-wah synth and 
bizarre lyrics recited by the Piman in his 
Scottish accent. 

Video Nasty (by no less than Gerry 
and the ’Atrics) has driving, slow, synth 
arpeggios and a haunting, disturbing 


; form; a really strange, hard-hitting song. 


Groucho is another classic, upbeat 


s and with lyrics tied into the gameplay. 


My only criticism is the middle synth 
solo has been chopped from the original 
cassette release version. A shame as 


cryptic, off-color lyrics about multi-colored Piman and his pals, 
this is unlike any other “computer music” you are likely to imagine. 
FEEDING TUBE RECORDS 040 


ZX Spectrum micro fairs. Automata loved to 
meet customers at the micro fairs, and co- 
founder Christian Penfold even dressed up 
as their cult character the Piman to entertain 
the crowds. Nowadays, surviving copies of 
the two cassette albums are extremely rare 
and command high prices from collectors. 

In 2010 the small Missouri-based record 
label Feeding Tube Records struck up a deal 
with Mel, carefully re-mastered a selection 
of the 1980s Automata music and had a 
surprise cult hit with their vinyl album release 
Pimania — the Music of Mel Croucher and 
Automata. Their website lists it as the crown 
jewel in their catalogue and they have since 
produced several limited edition re-issues. 

Embracing the digital age, Mel re-mastered 
his classic Automata music in 2017 and made 
a definitive collection available to download, 
stream or buy on CD at sites such as iTunes, 
Amazon and Spotify. 

He now has five re-mastered albums 
online, which also include unreleased tracks, 
outtakes and alternative versions. He even 
managed to persuade Sir Christopher Lee to 
record a new version of the Pimania theme 
and a totally new track called ‘Thanatos’, 
while working with him on the soundtrack for 
the remake of his game Deus Ex Machina. 
One of Lee’s final projects before the actor 
sadly passed away. 


for me this was the best part of the track. 
More Piman’s Greatest Hits Too and 
Pimaniacs Forever standout track sugges- 


But if you’ve never listened to any of the 
music before you’re probably in for a surprise 
and/or a shock. 

His oeuvre divides opinion and invokes 
the old marmite cliché. Strange, sometimes 
psychedelic, sometimes dark, often silly 
pieces of music seem to sum it up. 

In The Piman’s Greatest Hits the obvious 
favourite, as mentioned before, is Pimania 
as talked about previously. A stand out cult 
classic (recommended by leading South 
American torturers). Another is Weeping 
Angel. I’m really pleased this track has been 
re-mastered because l’d only ever heard 
distorted tape recordings before. It reminds 
me in parts of 1970s Pink Floyd, starting with 
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tions include Crummy Song and Put The 
Cat Out Mother (the flipside of Piromania). 
Both tracks were reused in part in the Deus 
Ex Machina soundtrack. 


Dartz has humorous lyrics reminiscent 
of watching the World Championship darts 
matches on TV in the 1980s. An image of 
Jocky Wilson taking a sip of his pint, a drag 
from his cigarette and then lining up to take a 
shot at the board springs to mind. 

Ally Pally Wally is an interesting and 
enjoyable track which documents the 
Automata micro fair experience of the early 
1980s with Christian Penfold working the 
crowd of young Speccy fans. 

Another track to mention is Bankrupt 
Stock. A lament delivered over a soothing 
backing track with the Piman revealing his 
disillusionment of the software industry at the 
time. A point of view that would eventually 
persuade Automata to call it a day. The 
charming clink of a whisky glass punctuates 
the song and makes one imagine the Piman 
sitting in an old leather chair by a roaring 
fire, sipping Glenmorangie and delivering his 
soliloquy. 

Pimaniacs Forever is a long track 
originally cut into three parts which formed 
the soundtrack for Olympimania — two game 
screens below -— It has been trimmed slightly 
but remains a favourite, particularly from 
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around the three minute mark with the vocoder 
lyrics delivered in true Laurie Anderson style. 

The last two albums released are the 
soundtracks to games Deus Ex Machina & 
Deus Ex Machina 2. 

A lot has already been written about the 
avant-garde masterpiece that is Deus Ex 
Machina and indeed Mel wrote an insightful 
book documenting its inception and journey 
entitled Deus Ex Machina, the best game you 
never played in your life. A fascinating read. 

Since the book has been published its 
journey has continued and Deus has now 
been displayed as an art exhibit. Most 
recently it was revealed its artwork is also due 
to be used in an episode of Charlie Brooker’s 
subversive TV series Black Mirror. What else 
is left for it, a stage show perhaps? 

The Deus Ex Machina soundtracks are in 
my opinion Mel’s finest musical achievement. 
The original quirky synth-based work best 
described as Pink Floyd-esque. Boasting an 
all star cast including Jon Pertwee, Frankie 
Howerd and lan Dury it was always destined 
to be special. 

In 2013 after being successfully crowd 
funded it was remade and a whole new 
version of the soundtrack recorded. 

A new cast was assembled _ including 
Chris Madin and Joaquim de Almeida and 
Mel really went to town with a host of new 
songs, reworking of old songs, an orchestra 
and a gospel choir. Sir Christopher Lee 
was recruited to reprise the storyteller role 
originally performed by Jon Pertwee. From 
his book Mel talks of conversing with Lee in 
Latin during their early correspondence, to 
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appeal to his intellect and persuade him to get 
involved with the project. So, if you’re thinking 
of exploring the albums and 


Lx experiencing the psychedelic, 
f a ~ — . . 
@ @ ) synthesizer, blues guitar of 
. Mel Croucher and Automata, 
\~—_> Give it a try man, come on and 
~~ meet the Piman! 


he ZX Omni 128HQ Laptop is 

the brainchild of Djordje Mitic. 
Operating in China, Djordje and 
his company Retro Radionics have 
designed, manufactured and brought to 
market a range of Spectrum products 
including his excellent replica Spectrum 
cases (given the seal of approval by 
Rick Dickinson) and the ZX Spectrum 
Omni _ desktop computer. 

Based on the Harlequin 128 board 
by Don Superfo and Chris Smith’s 
disassembled ULA research, the ZX 
Omni 128HQ laptop could fairly 
be described as an old school 
recreation and expansion of the 
ZX Spectrum toastrack board 
with cycle-accurate timings. 

It is not running an emula- 
tor like some modern Spec- 
trum products and neither is 
it an FPGA system like the 
Spectrum Next. It features a 
Z80 processor as in the original ZX Spectrum 
range — a CMOS version as used in Russian 
Spectrums, due to cost, availability and low- 
er power consumption. It also features an AY 
soundchip (100% compatible clone) as used 
in 128K Spectrums and a group of chips to 
recreate the original ZX Spectrum ULA, due to 
serviceability and the now limited availability 
of original ULA chips. 

For his laptop, Djordje has sourced monitor 
screen cases which fit the size of the Spectrum 
perfectly, installed compatible controller 
boards and created new side buttons to 
match the design. He’s also designed and 


created the brackets which screw onto the 
bottom of the laptop to attach the monitor 
(using the original screw holes and supplied 
longer screws). A very easy task which takes 
just a few minutes to complete. 

As this is a truly portable machine 
it can run from batteries which 
power both the computer and 
monitor. Apparently more than 
3hrs use is achievable using 
LG/Panasonic/Samsung 3400 
mAh batteries. 

It is great fun to use and 
brings a smile to your face. A real- 


2X Speetrum 
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ly cute diminutive laptop that makes 
you imagine going back in time and 
amazing your Speccy loving self 
ees cage from 30 years ago. 
SreoO EE Yi Games can either be loaded from 
tape in the traditional manner (first 
thing | tried) or from the built-in SD 
card reader, in a similar way to using 
the popular DivMMC device (see also 
& Tech Niche, page 57). 

To enable the SD reader, the 
ESXDOS operating system first needs 
to be downloaded from the ZX Omni 
Facebook group or other web sites 
and put onto a (FAT32) formatted SD 
card. Subsequent booting up of 
the Omni and pressing the button 
on the right-hand side brings up 
the file selector. Game files can 
then instantly be loaded with 
many formats supported, eg: 
.tap, .z80 and .sna. 

The ZX Omni also in- 
cludes a number of pre-installed ROMS 
which can be selected by adjusting the DIP 
switch settings to turn it into a 48K, 128K 
toastrack, +2E or even a ZX81! For maxi- 
mum game compatibility different ROMS can 
therefore be selected before booting up the 
machine if required. 

Overall I’ve found it a joy to use and a great 
product that | can highly recommend. 

Djordje is clearly very proud of his products 
and told me that over 100 laptops have 
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Proud Djordje Mitic holding his creation. 
Left: the easily assembled kit and the screen 
power cord. Below: SD card socket and DIP 
switches to select ROMs. 


already been shipped with hundreds more in 
production and a current turn-around of 60 

days. He is constantly improving them 
and even plans to make versions of 
the laptop to fit other boards such 
as a standard 48K Speccy, JS128 
and the Next. 


Sen) For more information on the 
_ laptop visit the Retro Radionics 
website at: 
https://retroradionics.co.uk/ 


Photos courtesy of the Omni Facebook Group / Marko Princevac & Dariusz Malczewski 
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THE SPACE RESCUE SERVICE 


NEEDS 


JOIN UP NOW AND HELP SAVE 
n last year’s CRASH annual, Martyn 
Carroll’s The Lost Tapes article covered 
many games which currently remain lost 

to time. However, the situation is not all doom 

and gloom as the tzx vault preservation team 
has scored some notable successes since 
last year’s article was written. Steve Brown 


talks us through some of this year’s most 
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notable recoveries. 
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ith the birth of the Spectrum 

lots of software houses (we 
didn’t call them ‘publishers’ back 
then) produced clones of many 
coin-op arcade hits of the day 
including Pacman. 

Atarisoft acquired the rights 
to release the official Pacman 
conversion for the ZX Spectrum 
and took legal action to prevent 
other software houses _ from 
ripping off their take on the 
arcade classic. The most famous 


takedown was_ the _ version 
produced by DJL, which was 
later re-badged as the official 
Atarisoft release. 

Gilsoft also produced their 
own version of Pacman subtly 
titted Munchman, which was 
withdrawn from sale after a threat 
of legal action from Atarisoft. 

Luckily Tim Gilberts kept a 
copy of the master tape, which 
has enabled the game to be 
saved. 


Now 3D Maze of Gold sounds like a winner, while the cover 
art for Munch Man gives the entire game away! 


74 CRASH Annual 2019 


taying on the subject of 

arcade clones, Crystal 
Computing - later to become 
the better known Design Design 
— published several successful 
clones of popular arcade games 
such as Bug Blaster (Centipede), 
Rommel’s Revenge (Battlezone) 
and Invasion of the Body 
Snatchas! (Defender). 


r Micro Ltd also 

fell foul of the 
copyright lawyers 
when they released 
Hunchy, aclone of the 
Century __ Electronics 
Ltd game Hunchback 
- famously the first 
licensed game in the 
Ocean catalogue, the 
port undertaken by 
Paul Owens, Christian 
Urquhart and F. David Thorpe. 
Hunchy was advertised, albeit 
not in CRASH, but shortly after 
the game was released Mr Micro 
Ltd withdrew all unsold copies to 
avoid legal action. 


Thanks to Jeffe Gilbertson, a 
copy of the previously unknown 
Crystal Computing game Lunar 
Rescue was recovered. The 
game is fiendishly difficult and 
looks to have been written by 
Martin Smith who also wrote The 
Island for Crystal. 


Luckily, some copies survived 
with WoS hosting a Z80 snapshot 
of the game for many years. 
Thanks to Guy Bearman, a perfect 
tzx tape image has been made to 
preserve the game properly. 


fan what their thoughts were 
on Myth, it’s pretty certain they 
would describe the classic arcade 
adventure by System 3 Software 
which received a CRASH Smash 
award in issue 70. 


The other Myth isn’t a myth... 


OUTS i = GA | 
It isn’t easy being a 90d. Take yesterday for example. 
First there was Zeus’s temple-warming party: all those 
relatives you hadn’t seen for millennia: all those 
offspring you didn’t know you had. OF course, brother 
Zeus was there with his wife Hera - the perfect hosts as 
ever. kronos too. Dear old dad, I suppose it was nice to 
see him again after all this time. Ha, I remember when he 
first took me to the seaside. 

“Poseidon,” he’d called as I paddled in the shallows. 
“Poseidon, don’t you wander out too far now. Stay close 
to the shore; you know you can’t swim.” 

How that used to embarrass me! There I am, God of the 
Sea no Less and I couldn’t even swim - still can’t come 
to think of it. Have you any idea how difficult it is to 
Look 90d-Like and awe-inspiring clad in 4 Pair of red 
water-wings? 

Never mind, that’s the Least of my worries right now. 
You see, the party turned out to be Little more than a 
pretext desianed to Lure us deities, en masse, to 4 
meeting. And it Worked. There we were, eating and 
drinking and making merry: everything was just Fine. 
Then, part-way through - I think we were a year or so 
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It’s probably fair to say that 
not many people were aware that 
another game going by the same 
name was also published in 1989 
by Rainbird and written by Mag- 
netic Scrolls who wrote The Pawn 
and The Guild of Thieves among 
other classic text adventures. 

Myth is a small Spectrum +3 


disk-only game and was used 
as an introductory offer to the 
official Secrets Adventure Club; 
it remained missing in action for 
many years. Thanks to Thomas 
Heckmann, what is_ possibly 
the only known copy of Myth 
in existence was secured and 
preserved. 


KOMPLEX CITY 


fter the success of Valhalla, 

which received 81%% 
[Must’ve been one of the few 
times we used a fraction! — Ed] in 
the first issue of CRASH, Legend 
released The Great Space Race 
to a universal panning. In an 
attempt to appease gamers and 
distributors, Legend recalled 


the unsold copies of The Great 
Space Race at a reported loss of 
£200,000 to the company. 
Legend’s next release was 
titled Komplex. It was planned 
as the first of a trilogy and sold 


The blasting action sequel 
did nothing to restore 
Legend’s reputation. 


SPACE FOR ANIMATED 


at a discounted price. However, 
it appears that even this gesture 
wasn’t enough to save the 
company because the completed 
sequel, Komplex City, never saw 
the light of day. 

Gary McGeechan, by lucky 
happenstance, discovered a pre- 
release sample listed for sale on 
the Facebook group Sinclair For 
Sale and duly secured it. 


LONG 
RANGE 
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SWORDS AND 
y all accounts, the develop- 
ment of Swords and Sorcery, 

published by PSS, was far from 
smooth and there were technical 
issues that became clear only 
when the game was ready for 
release. It was at that crucial stage 
that the true extent of progress (or 
lack of) was discovered. 

Up stepped legendary hack- 


Mien Smith created a 
sensation when Bug-Byte 
published Manic Miner in 1983 
(Software Projects re-released 
the game shortly after), followed 
by the sequel Jet Set Willy in 
the following year. It wasn’t long 
before both the games were 
hacked and the format of the 
room and graphics data was 
discovered, which allowed for 
modified versions to be created. 
With thanks again to Graham 
Mason, three alternate versions of 
Jet Set Willy have been recovered 
from his backup tapes featuring 
completely new rooms to explore. 
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who helped Paul 
Hutchinson com- 
plete the game for & 
publication in record 
time. A more com- #@} 
plete version of the =e 
game was recovered 
on Graham’s backup & 
tapes, which can be 
revealed here for the & 
first time! a 
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THOMAS THE TANK ENGINE II 


[° January 2018, Rich Stephen- 
son posted on Facebook that 
he’d found his development 
cassettes, disks and master cas- 
settes for Sooty & Sweep Il and 
Thomas the Tank Engine Il. 
Both games were released on 
other formats, but sadly the 
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Spectrum versions were never 
released. Fast forward to August 
2018 and Rich contacted Roger 
Hulley of Alternative Software 
who kindly granted permission 
for screenshots of both games to 
be included in this feature. 
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JAMES LIGHTFOOT WAS ONCE 
TEN -— AND HE MADE A GAME... 


It was the heady days of 1986, | was ten 
years old and | was in love with my Sinclair 
Spectrum 48K. It was the glory days of UK 
computer game design and my brother and | 
were in awe of these amazing games. So we 
decided to make our own. 

At least that was the plan... 

Our first try, called Tagger, was typed in 
from a listing in (not CRASH!) a rival magazine. 
My brother helped with reading out the code 
and coming up with ideas, and | was the main 
designer, artist and programmer. 

We managed to balls it up as | didn’t copy 
the listing correctly, causing the enemies to 
be called ABS, which was a code command 
I'd mistyped. (The game’s instructions were 
laughable: ‘Watch out for the evil enemy 
ABS ...) That’s when we decided to make 
our own game from scratch. And Cars: The 
Remix was born. 


ARRGH 


rogram: 


...and the in-game driving scenes 
are of an exhilarating nature! 


Amazingly (or not) this wasn’t so much 
a game as a random factor out of three 
choices. Choose your car — 1, 2 or 3 then the 
track — 1, 2 or 3 (these are identical save for 
the fans in the background). Then wait to see 
which number the code picks out of 1, 2, 3 
as a random choice to determine the winner! 

My coding skills were so lame, that when 
the cars finished the extremely short race, 
you were presented with these words... 


HOOSE THIS TRACI 
E D OES NT CONC ERN YO 


Such prose, and don’t you love the way the 
game literally says ‘bugger off if this isn’t 
your race’! Whos race could it be then? 


.. Oh dear, such fun. 


| WAS ONCE 39 
AND | MADE A 
GAME... 


Anyhow, how come this is 
relevant today? Because | 
am featuring my very first 
game for the Spectrum 
in my brand new game 
The Mystery of Woolley 


Mountain, an otherworldy point-and-click 
adventure for PC, Mac, Steam and Nintendo 
Switch. 


Yes, it’s true: you can play games on a 
Spectrum 48K within the game, and one of 
those is my first ever game Cars: The Remix, 
recreated pixel for perfect pixel. 


You can also play a bat-and-ball clone 
and a text adventure as well as my 
classic Cars in Woolley Mountain. 


It is a thank you to my ten-year-old self, 
his passion and love for the art that has 
paved the way for this 41-year-old to finally 
make a proper game, 30 years later. 

Anyhow, | just wanted to share that with 
you — how funny it is years later to achieve 
something started so long ago. | simply had 
to feature my first ever game in my first ever 
proper game, and I’m happy to have involved 
my brother again all these years later too. It’s 
like being back in our bedroom where we had 
so many great times as kids. 

But it doesn’t stop there ...as 
a fan of BumFun Games’ physical 
releases, | approached the head 
of the company, George Cropper, 
told him the story, and asked if 
he might be willing to release 
Cars: The Remix on his label as 
a physical release on cassette, 
featuring the cover as seen in 
Woolley Mountain (seen in the 
screenshot above, to the right of 
the Speccy and monitor) and so 
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make the Spectrum game available to buy in 
the real world. 

He said yes! 

And so, the world of Woolley Mountain 
extends into the world of Spectrum 48K 
games. How chuffed am I! And how wonderful 
the world of gaming is! 


! Ca ars 


“The worst ZX Spectrum title ever written by a 10 yearjold. 
An absolute delight” 
- Michael Winner 


WWW.BUMFUNGAMING@COM 


Cars: The Remix, is out now for ZX 
Spectrum from Bum Fun Games 

The Mystery of Woolley Mountain is 
released early 2019 

visit: http://www.woolleymountain.com 

Play the demo now at: 
https://store.steampowered.com/app/521560/ 
The_Mystery_Of_Woolley_Mountain/ 
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T.. ZX Spectrum Next is a new 
8-bit home computer profession- 
ally made with Sinclair tech li- 
censed from Sky, who bought 
Amstrad. Since 2016, dozens of 
volunteers have collaborated 
making the super-Spectrum they 
always dreamed of, using modern 
‘Field Programmable Gate Array’ 
hardware instead of Ferranti 
ULAs. The enthusiasm is intense. 

Thousands of  Kickstarters 
paid £99 to £230 for a 1 Mb bare- 
board or cased computer stuffed 
with extras. The first batch sold 
out fast, with more proposed. 
Rick Dickinson, Sinclairs ZX 
stylist, designed Next’s case 
and keyboard, but tragically died 
before the keyboard was finished, 
postponing the full release. 
Without trying the keyboard, no 
Sinclair reveal can be more than 
a tech preview... But meanwhile, 
hundreds of early adopters have 
unboxed rev. 2A boards for testing 
and programming. 

Hardware menus delay SD 
card booting a few seconds, as 
the startup screen lists Next’s 
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| The Next 2A circuit-board, with ‘optional’ interference-smoothing capacitor top right. 
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personalities. Most 
of these perform 
hardware- 
rewiring for 
compatibility, but 
ZX80 and ZX81 
are emulated in Spectrum 128 
personality using software which 
supports three RAM sizes, hires 
games and real cassette storage. 
CP/M is also coming; it will make 
good use of the Timex screen 
mode but little else. 

Software permitting, generic 
daughter-boards can expand 
Next. It has connections for a 32- 
bit ‘Pi’ co-processor, including 
USB and separate display ports, 
a battery-backed clock, one 
General Purpose Input/Output 
board, and a serial connection 
to optional WiFi and _ cellular 
telephone adapters, for internet 
file access. 

Plug-and-play HDMI and far 
fiddlier SVGA outputs for PC mon- 
itors or RGB TVs replace Sinclair’s 
UHF and composite video outlets. 
SDHC storage and joystick inter- 
faces are built into Next’s recon- 
figurable FPGA, along with the 
CPU, DMA, DivMMC, Multiface, 
Kempston Mouse, SpecDrum, 
stereo Covox and three AY sound- 
chips. 

Embedded peripherals can be 
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X Spectrum Next 


disabled at start-up or from the 
snapshot menu, which can also 
ramp the processor speed from 
the original 3.5 MHz to seven or 
14 MHz. RUN AT 0, 1 or 2 does 
this from BASIC; PS/2 keyboard 
F8 cycles it. 

Next fits original Sinclair Spec- 
trum cases, but demands extra 
holes for its ports and buttons. 
Membrane connections suit orig- 
inal Sinclair keyboards, dk’tronics, 
Fuller and Saga replacements. Al- 
ternate personalities invoke earlier 
Sinclair ROMs or enhancements 
like Looking Glass, where Sym- 
bol-shift A or the direct command 
STOP toggles keyword entry. 

Alternatively, power down 
then plug in a PS/2 keyboard 
or mouse. Most PC keys get 
electronically remapped onto 
combinations of the 40 ZX keys, 
but some symbols still need Ctrl 
as a Symbol-shift. This prioritises 
electrical compatibility. |Next 
literally reroutes its FPGA circuits 
between reboots to better match 
older machines. 


The synthesized Z80N processor 
includes all the standard Z80 
instructions, plus 20 Nextras to 
optimise procedures that formerly 


took dozens, like multiplication | 
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or locating pixels: two-byte 
PIXELAD opcodes replace 
28-instruction 22AAH ROM calls. 
But it’s still an 8-bit CPU with 16- 
bit addressing; it can only grok 
eight 8K areas at once. BANK 
commands copy, go sub, peek 
and poke between these. 

A built-in simplified Zilog DMA 
chip shovels bytes at double 
Z80-speed, while an Amiga-style 
‘Copper’ co-processor, great for 
smooth-scrolling — split-screens, 
tweaks hardware settings at 
microsecond intervals, as Next’s 
GPU independently monitors 60K 
RAM and over 20K of on-chip 
sprite, palette and Copper data. 


«Graphics 
Next’s 64 sprites are designed 
for animation. These 256-byte 
patches of 16x16 pixels float 
within two other graphical layers, 
or the border. Each pixel can be 
transparent or any of 255 colours 
from an ST-style palette of 512. 
Normally 12 sprites may appear 
per line. 

LAYER commands choose 
between three display overlays. 
Layer O gives vanilla 6.75K 
Spectrum display _ resolution, 
timing and attributes. Alternatively, 
Layer 1 has three 12K modes in 
three resolutions: 

e 128x96 quarter-resolution 

chunky pixels in 255 colours or 

translucent. 
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Next’s Startup menu offers a choice of hardware personalities and emulators. 
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JOyPad at Port 31 


This setup menu toggles on-chip hardware options. Two and four-button 
pads worked for me in MD joystick mode; your mileage may vary. 
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Active Consult is an online shop for Next’s optional extras, mostly 
priced between £10 and £20, as well as compatible Nintendo- 
style joypads. Their £12 ZX Pad has a 1.8m grey cable, emulates a 
single-button stick and suits any old interface that accepts a wide 
video-like D9-plug; of course, SpeedKings, Quickshots, Cheetahs 
and ZipSticks still work on Next. 

The Next-specific £18 ProPad adds screwdriver-adjustable auto- 
firing and more buttons. Button three emulates the usual fire button, 
button one mimics the ‘q’ or ‘w’ key in Sinclair Joystick modes. 
Button two worked with earlier Nexts but not 2.00.00 when an 
input bit transformed into a row selector for console joypad button 
arrays. Next’s new MD joystick settings for Sega loyalists support 
four-button Megadrive D-pads, using port 31 or 55 like Kempston 
interfaces but with all eight bits valid — Start is bit 7. 

Active Consult’s indispensable £18 hand-made memory-card 
box plugs into J13, adding two external SD and micro SD sockets. 
Next’s on-board socket over-rides the top pair. Bright LEDs signal 
drive activity. 

A £2.50 inline power switch interrupts your Next or Spectrum 
PSU, power-cycling without yanking cables. This restores normality 
better than pressing Reset, as it also wipes snapshot devices’ 
hidden RAM. A quick tap on reset restarts NextBASIC while a long 
pinch winds right back to personality-selection. F1 and F4 keys do 
the same from a PS/2 keyboard. 
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With Copper-driven sampled music, parallax scrolling and sprites, 
Dreamworld Pogie fully engages Next’s hardware. The background uses 
chunky Layer 1; the foreground is Layer 2, with 255 colours each. 


ZXNEXTOS credits use the programmer-friendly Timex mono 
high-resolution mode. 


e 256x192 pixel, 8x1 attribute mode, e Timex hires 512x192 pixel two- 


Layer O or 1, in standard Spec- 
trum resolution but 255 colours 
or transparency per pixel! All but 
Timex hires colours — 16 in Spec- 
trum mode, sets of 256 in new 
modes — can assume any of 512 
palette hues, or be remapped 
mid-screen by the Copper. 


rugre Td 

NextZXOS extends +3e BASIC 
with better loops and selection, 
error-trapping, 32, 64 and 85-col- 
umn editing, static integer var- 
iables and named procedures, 
passing up to eight values either 
way. Compatibility limits it to 41K 
of unbanked BASIC and a 62K 
RAM disk. 

Inevitable PCW benchmarks 
show speed doubling at 7 and 
tripled at 14 MHz, doubling 
again when integer variables and 


Mystical PCW Benchmarks 


Benchmark 1 2 3 

16K Spectrum 49s 9.0 21.9 
Next3.5MHZzFP 5.3 9.9 22.5 
Next3.5MHz% 19 3.9 11.1 
Next14MHzFP 1.60 3.3 7.1 


expressions are prefixed with 
%. Next comes with BASIC and 
assembler examples, demos and 
utilities. The 300-page manual 
will extend Sinclair’s original text 
to cover new commands and 
hardware features. 

Next has a built-in file browser, 
pop-up memory and CPU 
debugging panes, and Multiface 
emulation for POKEs, screen- 
grabs and 48/128K snapshots. 
ESXDOS replaces these in older 
ZX personalities, accessing the 
same directories but only showing 
short file-names. 

NextZXOS uses the ‘FAT32’ 
filesystem, so Next memory cards 
work on modern PCs, Macs and 
Linux, and flexibly in NextBA- 
SIC, extending +3 disc syntax 
with long filenames and gigabyte 
capacity. ESXDOS sees 8.3 file- 


4 ts) 6 7 8 
20.7 25.2 62.8 90.0 25.1 
21.7 254 59.3 886 24.2 
11.0 143 27.8 40.0 N/A 

6.9 US) Wel AG’ ED 


like MSX or SAM mode 2, Spectra 3, 
Timex multi-colour or a CPU-free 
full-screen ‘hicolour’. 32x192 
attributes means pixel lines may still 
flicker but character blocks need not 


colour mode. Great for hires graphs, 

and clear (sorry, Tasword) 64- and 

85-column text 

The supreme 48K Layer 2 can 
smoothly scroll among sprites and 


Next14MHz% 060 21 35 3.5 46 87s 126 NA 


Next BASIC at standard and top speed versus Spectrum timings in seconds from 
CRASH August 1985. 
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names on SD when using old Sin- 
clair hardware personalities. Im- 
proved ESXDOS ‘dot’ commands 
work in Next BASIC too, so .cp 
“D:/Snap*” copies snapshots from 
the second drive to the default 
one, silently overwriting swaps, at 
80..30K/s. 


Design decisions like case-com- 
patibility do limit Next. Two stereo 
sockets replace Sinclair’s mono 
Ear and Mic ports. One carries 
an audiomix (also sent to HDMI) 
to an amp or headphones. The 
second combines Mic and Ear, 
like the +3 tape/sound socket. 
Tip is MIC (output), ring is EAR, 
so mono Sinclair cables save but 
won't load. 

For Brazilian reasons, Next 
uses the opposite-polarity power 
connector to a Sinclair Spectrum. 
This is bad if your ZX-add-on key- 
board or audio amp expects a 
DC power pass-through. | killed 
a +9V 2A power supply that way, 
but luckily nothing else. Why no 
bridge-rectifier? 

The HDMI port is so close to 
the edge connector most Spec- 
trum peripherals block it. Hard- 
ware interface compatibility fa- 
vours Next’s 48K personality, on 
SVGA. 

Disciple floppies, Sweet-Talk- 
er, Frel’s Comcom joystick pro- 
grammer and various parallel 
printer interfaces work, but not yet 
Cheetah’s Sampler, Microspeech, 
Alphacom or ZX printers. 

Internal interfaces must be dis- 
abled so that some add-on port 
addresses do not clash. This can 
generally be done via Next men- 
us, but a firmware bug left internal 
divMMC ports mapped, blocking 
use of Interface 1 and MGT’s +D. 
Update 2.00.06 got two 1989 +Ds 
working, but not an October 1988 
one which is fine on +2. Anything 
can be fixed in an FPGA-based 
micro; expect a plethora of vari- 
ants once the hardware’s open- 
sourced... 


Teenage*kicks 


Next is a real Sinclair home 
computer, distinctively so, and 
with unprecedented potential. 
This box of tricks could change 
your life. Again! 


Next home: https://www.specnext.com 


Facebook: https://www.facebook.com/ 
groups/specnext 


Active Consult: https://store. 
activeconsult.co.uk 
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What’s Next St270n Bat¢d/er 


GQ previews titles currently in development 


Like a scene from Jurassic Park, one of history’s 
giants is back, but bigger, badder and better. At least 
it should be by the time you hold this mighty missive 
in your sweaty hands. Like all good things, the ZX 
Spectrum Next is taking its time to appear, but it 
will, so | hear, be well worth the wait. But are there 
games for it | hear you cry? There most certainly 
are. Developers old and new jumped in eagerly, and 


while some raced across the finishing line solely for 
the kudos of being first, with an obvious thought of 
little else, others have put time, care and attention 
into a rumoured glut of excellent products that will 
be bringing back all manner of gaming experiences 
from your youth. Only this time with more colours 
and better sound. Can’t complain about that now 
can we? Without further ado, let’s jump straight in. 


WARHAWK 


Developers: Rusty Pixels & 
Flash Bang Studios 

Code: Michael ‘Flash’ Ware & 
Jim Bagley 

Graphics: Lobo 

Arrival late 2018-early 2019. 

Price TBA 


he Rusty Pixels team, com- 

prising some serious vintage 
and experience, present as fine 
an old-school vertical scrolling 
shooter as you could wish for. 

You pilot your trusty fight- 
er through wave after wave of 
strangely shaped and seeming- 
ly unpredictable alien hordes, 
all intent to scatter your atoms 


BAGGERS IN 
SPACE 


Developers: Rusty Pixels & 
Flash Bang Studios 

Code: Michael Flash Ware & 
Jim Bagley 

Graphics: Lobo 

Arrival late 2018-early 2019. 

Price TBA 


Wr more than a smattering 
of Jetpac and H.E.R.O, 
this amazingly colourful offering 
from Rusty Pixels has Baglord 
stranded on a variety of alien 
worlds trying desperately to 
get home before bedtime. With 
his trusty spaceship smashed 
to pieces around him, our hairy 
hero finds himself trapped on 
a series of hostile worlds. If 
he ever wants a good night’s 
sleep, he must collect and as- 
semble the relevant parts of his 


across the cosmos. Only time 
and repeated attempts will bring 
success, although a smattering 
of luck did aid these aging fingers 
enough to reach level two, after 
which | was hammered into sub- 
mission by more enemies than | 
knew what to do with. 

With a huge dollop of quali- 
ty arcade-style atmosphere and 


rocket in the correct order, grab 
a box of TNT and blast down- 
wards into the maze beneath. 
Hidden here are three canisters 
of fuel to be transported back to 
his ship, while blasting the hordes 
of nasties inhabiting the twisting 
corridors. 

The graphics are bright and 
cheerful, the sound effects and 
music add to the atmosphere and 
the controls are simplicity itself. 

The only flaw | could find 
was my failing gaming abilities. 
| managed to escape the first 
world in less than five minutes 
but regardless of knowing 
exactly what to do and 
where to go, | failed 
miserably on the second 
planet. Nevertheless, it was 
all great fun and | shan’t 
rest until | have ensured 
that Baggers gets home 

safely for a hot cup of 
cocoa and some shuteye. 


gameplay, cracking ship designs 
and a rattling good soundtrack, 
Warhawk will test the mettle of 
even the finest astro-warrior. 
No doubt, there will be other 
shooters out there but in my es- 
timation this one stands head and 
shoulders above the opposition. 

Rusty Pixels are destined to be 
a name to remember. 


VRADARK’S 
SPHERE 


Authors: Sanchez, ER, Nik-O 

Publisher: Sanchez crew 
(Russian Federation) 

Code: Alexander Udotov 
(SaNchez) 

Graphics: Eugeniy Rogulin (ER) 

Music: Oleg Nikitin (nik-o) 

Release date: end of 2018 


n this, the first of three fine titles 

from Mother Russia we have an 
addictive rogue-like game that 
constantly demands just one 
more attempt with its simplicity 
and charm. 

The goal is as basic as can be, 
find the key, find the door, and 
escape to the next level. Howev- 
er, that simple task is made mad- 


Hero attacked Skeleton and killed him 
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POWER PROJECT 


Producer: Eugene Sukhomlin 
(sincLAIR) 

Code: Alexander Udotov 
(SaNchez) 

Graphics: Eugeniy Rogulin (ER) 

Music: Oleg Nikitin (nik-o) 

Release date: spring of 2019 


Enns that is all-too obvi- 
ously wrong with the NES title 
Power Blade, when not viewed 
through the rose-tinted and ex- 
cessively forgiving lenses of one’s 
distant youth, is put to rights in 
this unofficial third episode in the 
Power Blade saga. With graphics 
that scream Spectrum, but NOT 
on close consideration, the game 
has taken its influences and pol- 
ished them until they shine. 

Our hero Nova is resplendent in 
1980s action-hero chic, his biceps 
fairly bulging in all their pixelated 
glory. Just one look and you know 
that he means business, and the 


Pe specteurs 


deningly difficult by the explora- 
tion you must do in order to find 
those objects, for with every step 
the otherworldly denizens of these 
dark and spooky caves are mov- 
ing ever closer. 

Can you find the potions that 
allow for magical bolts? Will you 
have enough energy to face the 
skeleton around the next corner? 

It’s not re-inventing the gaming 
wheel but it had me tearing out 
what little hair | have left with every 
play-through. Making a successful 
journey is never guaranteed, but 
when you reach the exit, it truly is 
a moment to rejoice. 

The graphics are naive yet 
appealing, serving the gameplay 
perfectly. 

It is a game that will drive you 
to distraction but have you coming 
back time and time again. 


business at hand is walk- 
m ing, leaping and sliding 
33 through a wonderfully ren- 
dered industrial level, while 
facing the mechanised sen- 
fam tinels out for his blood. 
This is still very much 
a work-in-progress, so it’s not 
known if he will acquire the power- 
suit of old or indeed what other 
perils will lie ahead on his macho 
power-blade slinging quest. 
Nevertheless, if this first level is 
anything to go by, it will appease 
all fans of the original with its bril- 


liantly bold graphics and suitably 
atmospheric soundtrack. 

With a version for the Spectrum 
128 forthcoming as well as an 
enhanced version for the Next, 
this is definitely one to keep on 
your gaming radar. 


MONKEY McGEE 
in ‘WHERE’S MY 
BANANAS?’ 


Graphics & Design: Simon Butler 
Code: John McManus 
Music and effects: 
Paul Sidman Hesso 
Published and developed by: 
3 Guys Games 
Release: 2019; price: TBA 


oor old Monkey McGee; 
minding his own business as 
he sailed through the cosmos, 
only to be struck by a stray 


NO MERCY 

Producer: Mikhail Sudakov 

Code: Alexander Udotov 
(SaNchez) 

Graphics: Eugeniy Rogulin (ER) 

Music: Vladimir Tugay 
(Darkman007) 

Release date: spring of 2019 


| every old gamer chomping 
at the bit for a Renegade 
remake/resurgence, No Mercy 
could just well tick all the boxes 
and then add a few of its own. 
This horizontally scrolling brawler 
makes no excuses and wears its 
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path of vengeance accompanied 
by an equally violent young lady, 
controlled by a second player or 
your computer. Punch, kick and 
generally bludgeon the hordes of 
opponents that stand between 
you and three mighty boss bat- 
tles. Sending a would-be assailant 
sprawling allows you to pummel 
them, as they lie defenceless. The 
graphics are bright and full of char- 
acter; the two avenging brawlers 
are 80s clichés, with him sporting 
the obligatory t-shirt stretched 
across his brawny chest while his 
raven-haired partner cuts a deadly 
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heart proudly on its muscle-filled 
and pixelated sleeve. 

With three massive levels, 
spread over 15 unique locations 
this should appease every beat 
"em up fan waiting for the next 
knuckle-crunching challenge. 
Left for dead, our hero walks a 


meteor and sent crashing onto a 
strange and perilous planet. His 
engine smashed, parts scattered 
who knows where and - to add 
insult to injury — the light-fingered 
inhabitants of this strange new 
world have whisked his entire 
stock of bananas away. 

But rest easy, because this 
2D extravaganza is nothing new 
to stalwarts of the platform- 
gaming fraternity. You won’t find 
anything groundbreaking here, 
it's old-school ropes, platforms 
and conveyors with a wide variety 
of other clichéd perils scattered 
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figure in cycle shorts and crop-top. 
The background graphics are col- 
ourful and atmospheric and the 
sound effects rewardingly meaty. 
| hope, based on this quality title 
that this will only be the first epi- 
sode in the No Mercy saga. 


willy nilly between you and your 
ultimate escape. 

What does make this product 
stand out is the time and care 
put into making every room a 
challenge, every leap pixel perfect 
and every note just right for this 
entertaining scamp of a game. 

Veteran development com- 
bined with fresh coding blood all 
mixed with chip-tune mastery will 
make this a game well worth every 
gamer’s hard earned pennies. 

With a world map as big asa 
bus, filled with spiked pits, rope 
jumps, lasers, cannons and al- 
ien terrors, 3 Guys Games intend 
to deliver as polished a game as 
you’ve seen in a long time. No 
corners cut, no excuses, this is 
the real deal. 

Can Monkey McGee escape 
this alien nightmare? Will he find 
all his bananas? It’s up to you. 
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>| Q*BEE 


Code: Daniel Lopez 
Graphics: Simon Butler 
Release: Q4 2018 


ho doesn’t love some 

isometric cube jumping? 
Q*Bee unashamedly brings back 
all those memories of time spent 
in the arcades with an obvious 
homage to Q*Bert. 

Not wanting to gild the lily, this 
title follows the gameplay beat 
for beat with colour changing, 
rainbow-platform teleports and a 
variety of otherworldly bad-guys 
all out to ruin Q*Bee’s day. 

There’s no attempt to re-invent 
the wheel, because this is a title 
any old-school gamer can just 
pick up and play. 

It's not rocket science, it’s 


ANGRY BLOATERS 


Code & Design: Lampros 
Potamianos 

Graphics: Phoebus Dokos 

Release: TBA 


ery much in its early stages of 

development, this game has a 
long way to go, but is worth more 
than a passing glance. 

Thinking you know which title 
has inspired this game would 
prove you wrong, this is a love 
song to Eric and the Floaters 
which then inspired the more 
famous bomb-related product. 


THE HOLLOW 
EARTH 
HYPOTHESIS 


Code & Design: Lampros 
Potamianos 

Graphics: Phoebus Dokos & 
Simon Butler 

Release: TBA 


Av still very much in de- 
velopment, THEH (as _ it’s 
known for expedience) once sport- 
ed sprites from Rick Dangerous for 
test purposes. Being the consum- 
mate professional, Lampros has 
changed the graphics _ several 
times and a further amendment is 
in the pipeline as we speak, with 
sprites and possibly tiles by my 
good, if ancient self. 

Very heavily influenced and 
admittedly so, by all the great 
platformers of the 80s, THEH has 
the usual ‘deep and meaningful’ 
backstory explaining just why our 
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Q*Bee and it’s as fun to play today 
as the original was 36 years ago. 
Bee there or Bee Square! 


Old John, moves through a 
variety of mazes, his progress 
impeded by what | at first thought 
were giant cabbages, but are in 
fact large green boulders. 

These can be destroyed by 
placing bombs nearby, which — 
if you are especially lucky — also 
remove the deadly balloons that 
are floating around with ill-intent. 

And that, as they say, is that. 

The number of mazes is, as yet, 
undetermined, but there will be 
more than enough to go around. 
Combine this with power-ups and 
other genre-specific add-ons and 
this budget title could be a blast! 


leap 


out-numbered hero must 
and climb his way to the entrance 
to the Hollow Earth and the 
subsequent sequel. 


LORDS OF 
MIDNIGHT 


Code: Matt Davies 
Graphics: Simon Butler 
Release: TBA 


ere we have a graphically en- 
hanced version of Mike Sin- 
gleton’s classic from 1984.Sea- 
soned professional Matt Davies 
approached the Singleton family 
regarding a version for the Next 


Hordes of mindless beasties 
and general nasties lie before him 
and you must gather all your gam- 
ing skills to make pixel-perfect 
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and was given full approval. 

This tribute to one of game 
development’s greats will be free 
to download and is a must-have 
for any gamer worth their salt. 

With 4,000 different locations, 
first-timers will find this a tough 
nut to crack, but the gameplay 
is as immersive today as it was 
almost 35 years ago. 

Truly one of the greats. 
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jumps and well-timed leaps and 
dashes to clear every foe-ridden 
screen. The graphics to date are 
serviceable, but as explained are 
due for a further revamp to utilise 
the ZX Spectrum Next’s full capa- 
bilities and also bring a smile to 
the faces of the gaming fraternity. 
With no clock ticking on comple- 
tion, this project will be polished 
until it shines and released when 
the team is truly satisfied and not 
before. 

Yet another little treasure to 
add to your gaming collection. 


The 1980s were golden years for text adventures. Magnetic Scrolls/ 
Rainbird were renowned for producing two of the decade’s most 
enjoyable adventure games. JOHN McDERMOTT takes a look at The 
Pawn (1985) and The Guild of Thieves (1987) — famous for showing off 
scenes that looked as if they were painted, though on the Amiga and 
Atari ST, not the Spectrum. Both have now been lovingly converted by 


Stefan Bylund to run on the Spectrum Next. 


In The Pawn escape from the 
mythical land of Kerovnia is the 
principal objective. There are side 
quests and objectives to expand 
on the simple scenario, and a 


Palace Gardens 
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wealth of interactive characters 
to engage. 

Opening to a lovely musical 
score by Oleg Nikitin, which 
takes full advantage of the Next’s 
AY sound chips, we’re treated 
to a colourful loading screen 


MONTANA MIKE 


oftware Amusements (via 
Spectrum Next Games) press 
ever forward with new titles for the 
Spectrum Next well into 2019. 
With previous launches of 
Dungeonette and DeltaStar Earth 
Defence now available, we are 
now presented with all-new plat- 
former Montana Mike, which is 
heavily inspired by games such 
as Rick Dangerous, Spelunker, 
Pitfall, etc. In the game Mike em- 
barks on a dangerous quest into 
the deepest lost tombs and cat- 
acombs on a mission to recover 
rare lost treasures for his father’s 
history museum. The intrepid ex- 
plorer travels to far-flung places 
around the world, from Mexico to 
China, and meets many foes. 
Moving into 2019, further 


taken from the box art of the 
original game.In play, it’s nice to 
see faithful reproductions of the 
16-colour Amiga graphics for 
the picture locations (albeit using 


The God of Thieves 
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the Spectrum Next’s own colour 
palette). The pictures are swift 
to appear, and the text is crisp 
and fast. Occasionally it takes a 
couple of seconds for a response 
from the game, but it’s not a big 
issue. 


planned new titles include Super 
Dragon Gems that will feature 
frantic puzzle action against the 
computer or for two players head- 
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The Guild of Thieves returns 
us to Kerovnia where, as a jun- 
ior member of the infamous and 
eponymous guild, you must prove 
your worthiness by stealing all the 
valuables the land has to offer. 


tewber of the infamous Guild of Thieves whose legendary explants and daring deeds pervade 
foukiore, AS a Lest assignment, you have Deen told to rancack a castle and the surrounding area of a 


This adventure too presents 
the original game box art as the 
loading screen, accompanied by 
another superb musical score, 
this time from Sergey Kosov. 

Amiga graphics are used 
throughout to good effect, but 


to-head, and a war game/shooter 
called Repel All Borders which is 
best described as a Beach Head 
meets Nam-1975-inspired blaster. 


unlike the Amiga’s _ interface, 
which used different windows 
for artwork and text, the Next’s 
interface is the same as The 
Pawn’s, which | prefer. 

Both adventures enjoy a very 


Great 16-bit-style screens from The 
Pawn (left) and The Guild of Thieves. 


workable parser: you can answer 
questions such as ‘unlock with 
what?’ simply by entering ‘the 
wooden key’ instead of having 
to type out the whole action text 
again. 

Two text resolutions — Timex 
512x192 Hi Res mode and stand- 
ard Spectrum 256x192 mode - 
are available to avoid problems 
with monitors. The Timex mode 
provides really nice crisp text. 

There’s nothing new in these 
games compared to the originals, 
but it’s good to see them appear 
on the Spectrum Next to play 
again, or for the first time if you 
missed them back in the day. 


For more information about 
Software Amusements releases, 
visit: www.SpectrumNextGames.com 
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NextDAW 


Author: Gari Biasillo 
Price: £24.95 + £4.95 P&P 


By John McDermott 
’'ve been using keyboards, 
synthesizers, sequencers and 


samplers since the late 1980s. 
Everything from the FM expand- 
er on the C4, through Steinberg 
Pro 24 on my Amiga (with Roland 
D50 synthesizer and Boss drum 
machine) to modern-day software 
like Garage Band and Ableton. | 
don’t really count my first brush 
with music creation with Wham! 
The Music Box on the Spectrum 
back in 1985 (however great that 
actually was for its time on that 
wee one-channel machine!), but 
| do find it strangely comforting 
to be sat in front of the new ZX 
Spectrum Next creating music 
with Gari Biasillo’s fantastic Next 
DAW (Digital Audio Workstation) 
software. I’ve realised that | have 
actually come full circle! 

So, what is it all about? 

On loading of the software 
from SD card, a nice splash 
screen (by pixel wizard Simon 
Butler) greets you before the 
application appears. NextDAW 
is split into three main creative 
sections: Music Arranger; Piano 
Roll; Patch Editor. 

The NextDAW musical journey 
starts with the Arranger. Taking 
advantage of the Next’s three AY- 
3-8912 audio chips (with stereo 
output), Gari has essentially man- 
aged to provide a nine-track music 
creation space. Each of the AY’s 
three physical channels is split 
into a left, centre and right record- 
ing space. This allows the build of 
music across all nine tracks and 
the output of some nice stereo 
effects. Although care is required 
on how these are used in order to 
avoid overlap of sounds (which | 
found could cause a cutout), it’s a 
very effective workspace and real- 
ly allows you to drive the comput- 
er to its musical max. 

For each track, you need to 
create sequences. The sequences 
are containers for the notes you 
record and can vary in size from 
one to eight bars, which is enough 
to create the building blocks of 
a composition. For instance, it’s 
easy to create a repeating arpeg- 
gio or simple bass line and copy 
and repeat them to form a melody 
over a couple of tracks. When cre- 
ating sequences, there is the abil- 
ity to add notes in one at a time 
on the piano roll or play them in 
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using the keyboard, which gives 
the option to suit a personal style 
when making music. | prefer to set 
the tempo, create the sequence 
to play into, choose (or create) the 
patch (sound) to use and then play 
live into the sequence. | find | can 
then make tweaks to the notes 
as appropriate when a sequence 
is recorded. Once a sequence is 
created you can - a bit like the 
aforementioned Garage Band 
(and others) — copy/paste these 
either as individual sequences to 
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be edited in isolation or referenced 
sequences, which means editing 
any one edits all referenced se- 
quences (linked to each other as 
a carbon copy). Editing referenced 
sequences is handy in that you 
don’t need to delete and re-paste 
multiple sequences when you’ve 
made a change to one that you 
want to apply to all the same type 
of sequences. 

To click a particular track and 
play it solo (instantly muting all 
other tracks) or mute individual 
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tracks as you see fit is a nice 
touch in the Arranger. Tempo can 
also be set in this section from 1 
to 255 bpm (I usually create music 
somewhere between 80 and 120 
bpm, depending on what suits 
the effect I’m aiming for). It would 
be nice to just type the tempo 
you want into the software rather 
than use the mouse to adjust the 
knob but that’s just a very minor 
preference of mine. 

In Piano Roll sequences may 
be edited at a granular level. You 
can change a sequence’s patch 
and manipulate the notes to be 
just right. This section also allows 
for quantisation (where notes that 
were played slightly out of time are 
brought into line to match the time 
signature). Gari has also supplied 
a metronome — toggled on/off — If 
you like to record against a click. 

Both Arranger and Piano Roll 
have transport buttons for play- 
back familiar to anyone using any 
kind of music player in the last 30 
years, which means you instantly 
know how to move around a crea- 
tion and record notes 

The Patch Editor is the last 
(but by no means least) section of 
NextDAW’s creative areas. Editing 
the patches is soooo much fun! 
You can edit existing patches from 
one of the included demo songs 
to create quite different sounds or 
create your own from scratch. 

’'m stunned at what Gari 
has achieved here. It’s nothing 
short of a proper synthesizer 
right there in the Spectrum Next. 
Glancing over at my little Roland 
Juno JD-Xi synthesizer, there are 
many similarities in how you can 
manipulate sound. There’s the 
effects engine (where you can 
create a nice stereo reverb to 
bounce back and forth across 
speakers among other things), 
there’s an ADSR (attack, decay, 
sustain, release) section, two 
Oscillators, an Envelope and an 
Arpeggiator. Add to this a Vibrato 
and Glide section and you can 
probably tell this is going to be fun 
to mess around with. In fact when 
| first started playing around with 
the NextDAW, this is what | spent 
most time doing. 

The package includes some 
cover songs, which are not only 
lovely to listen to, they are great 
reference points to see how it’s 
done. Overall, NextDAW is a fine 
testimony to how the Spectrum 
Next can be used to create music 
and have fun doing so. 

NextDAW software at: 
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All comics sent 
bagged and boarded, 
in secure packaging 


Follow your favourite 
creators, and be Enter code 
alerted when they 
have a new title out 


Subscribe to crossovers 


Don't miss parts of a story in titles you 
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10% discount on 
pre orders and free 
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Authors: C. Gonzalez, 
A. Albrecht, Hikaru 

Memory: 128K 

Released: 2018 


ince the dawn of home com- 

puting, games have retold the 
stories of Tolkien’s Middle-earth, 
based either on the original books 
or the more recent films. Some 
were good and some were worse 
than an Orc’s personal hygiene. 

Most games prior to the 2001 
movie The Fellowship of the Ring 
were either text adventures, real- 
time strategy or action-strategy 
games so it’s surprising that in 
the decades where side-scrolling 
platform games like Super Mario 
Bros and Castlevania II! were the 
big thing, no developer saw fit 
to make a side-scrolling action- 
adventure taking place in Middle- 
earth. Now we get Middle-earth 
themed side-scroller Gandalf, an 
action-platformer set sometime 
after the conclusion of the Lord of 
the Rings trilogy in which Gandalf 
returns from the Undying Lands 
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end Sauron once and for all by 
destroying his left eye. 

Don’t be fooled by easy to kill 
enemies — they respawn quickly, 
and Gandalf’s magic power isn’t 
infinite, forcing consideration as 
to which enemies to kill and which 
are best avoided. 

Collecting 100 bags of coins 
gains Gandalf an extra life, and 
potions are also hidden inside 
mystery boxes, which replenish 
lost magic and health. Collecting 
other items and defeating foes 
gains Gandalf points, allowing 
him to level up and permanently 
increase his maximum magic and 
health allowance. 
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to end the dark lord Sauron, who 
has inevitably returned himself to 
Middle-earth. 

As soon as it loads an image 
of Gandalf is followed by an 8-bit 
version of the Lord of the Rings 
theme, which cheekily transitions 
into the overworld theme from Su- 
per Mario World (SNES), probably 
a nod of acknowledgement to the 
obvious influence that the Super 
Mario series has on this game. 

Start in the Shire and help 
Gandalf battle through a multitude 
of enemies — despatching most 
with a blast from his staff — across 
three different levels until he 
reaches Barad-ddr. Here, he must 
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e For a relatively simple game, 
there’s a lot of fun to be had 
playing Gandalf. The later couple 
of levels are quite tough, but most 
of the time Gandalf only died 
through my own silly mistakes. 
On the other hand | think it’s unfair 
when moving from one screen to 
the next to find a killing drop into 
water straight away. A lot of older 
Speccy titles punished you for not 
already knowing what lay ahead 
on the next screen and | thought 
developers had moved past this 
barbaric practice! 
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Gandalf moves fluidly, though 
when jumping from platform to 
platform it doesn’t always look 
close enough to the edge to make 
it, but for some reason when you 
nudge him closer he keeps ending 
up back in the middle of the block. 

Graphically stunning, Gandalf 
more resembles an early Sega 
Master System title than a 
Spectrum game, due to use 
of the Nirvana+ engine. There 
is an occasional screen flicker 
but not enough to affect overall 
enjoyment. Colour is used well to 
distinguish between the friendly 
green and blue of the Shire and 
the later Mordor levels in black 
with lots of red and orange. 

The sound complements with 
distinct sounds for the different 
events, like a murmuring sound 
when Gandalf shoots a fireball 
from his staff, a crashing sound 
when it strikes an enemy, the 
jingle on picking up a bag of 
gold and so on. Gandalf is not 
without its flaws but look past 
them and overall it’s a competent 
game which fans of old-school 
platformers should enjoy — a romp 
through Middle-earth, blasting 
skeletons, collecting items and 
ruining Sauron’s day 

Ryan ‘Riot’ Coleman 


e Static screenshots of this 128K 
multicolour game look great, par- 
ticularly the scenery and the Gan- 
dalf sprite. The enemies are not so 
well drawn or animated though. 
The game takes its visual cues 
from the likes of Mario, but it’s flip- 
screen rather than scrolling. 

The separate controls for up, 
Jump and FIRE are a drawback. You 
can handle this with a control pad 


in an emulator or with a comcon 
interface for that extra button, 
but with a regular one-button 
joystick you’re left prodding the 
keyboard with the hand that holds 
the joystick. | also found Gandalf 
terribly unresponsive, moving left 
more readily than right. The delay 
when starting to move right all too 
often gets you killed. 

There’s a health/damage sys- 


tem, though missing a jump and 
falling in water is an annoying in- 
stant death. And it’s all too easy to 
run out of magic when you need 
to fire. It can come down to a rath- 
er weak trade-off between shoot- 
ing an enemy (costing magic) or 
just walking past it (losing health). 
So... initially impressive, but be- 
comes frustrating all too soon. 
Jason Railton 


Control keys: definable 
Keyboard play: opinions differ — 
smooth and fluid or unresponsive 
Use of colour: good 
differentiation between levels 
Graphics: basic sprites, but 

the Nirvana+ engine makes 
everything look like a visual 
delight 

Sound: exceptional music and 
sfx really complement gameplay 
Skill levels: 1 

Screens: 48 

General rating: a simple 
enjoyable platform game with a 
nice Lord of the Rings flavour! 


Author: Alexander Udotov 
(Sanchez), Eugene 
Rogulin, Oleg Nikitin 

Memory: 128K 

Released: 2018 


he Mad Gear Gang, the 

most powerful in Metro City, 
have kidnapped Mayor Haggar’s 
daughter Jessica, but being a 
former wrestler, he’s not about to 
sit around and do nothing. With 
help from Jessica’s boyfriend 
Cody and his best friend Guy, a 
descendant from a long line of 
ninjas, the three plan to battle 
through the streets of Metro City 
and rescue Jessica from The Mad 
Gear Gang’s leader. 

Speccy ports of old Nintendo 
games seem to be the in thing of 
late, with NES Mighty Final Fight 
from 1993, being the cuter ‘chibi’ 
alternative to SNES Final Fight. 

Although combat is simple, 
there is a quick tutorial mode 
prior to playing, to get a feel for 


how to properly beat the snot out 
of your adversaries! 

Each character has his own 
fighting style: Guy — ultra-swift 
but not overly powerful; Haggar 
— slower but a lot stronger; Cody 
— a decent all-rounder packing a 
fair punch and medium in speed. 

Metro City comprises five 
different stages, starting in the 
Slums and ending in the Bay 
Area, and each locale with its 
own appearance. It doesn’t take 
long to get through each stage, 
and the game is very forgiving 
in terms of difficulty as you can 
just restart from the beginning 
of whatever stage you die on, so 
this is a game that can be finished 
quite quickly. 


e Despite appearing cutesy on 
the surface, Mighty Final Fight is 
a very competent and fun beat 
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"em up, and once started | really 
found it difficult to stop playing. 
What it lacks in originality, it more 
than makes up for as a thorough- 
ly enjoyable brawler with damn 
good graphics and an equally en- 
joyable soundtrack. Having more 
than a single-player option would 
have been an improvement, as | 
always find beat ’em ups more 
enjoyable when played with a 
friend, but it is what it is. It’s also 
a much better Final Fight game 
than the arcade port released for 
the Speccy back in 1991. So, if 
you want a fix of Final Fight on 
the Spectrum, | can’t recommend 
enough this colourful, fun and 
fast-paced game. |’ll always pre- 
fer brand new games over ports 
of old ones, but when they’re as 
good as this, I’m certainly not go- 
ing to complain. 

Ryan ‘Riot’ Coleman 


e The Speccy version of this NES 
demake is every bit as worthy 
as its console counterpart. The 
original arcade port of Capcom’s 
classic was far too ambitious 
for the 8-bit systems and this 
smaller scale ‘lite’ version plays 
to all the Spectrum’s strengths. 
It’s bright and colourful with all 
the Nintendo locations. It’s as 
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tough as nails though, | really 
struggled to progress and found 
myself rage-quitting all too often. 
A noble conversion that forgets 
one thing: the arcade original will 
never be beaten and a port of an 
already downsized tie-in sounds 
a bit like double dilution to me. 
Gordon King 


Control keys: Q/A, O/P, Space, 
Enter to pause 

Keyboard play: very responsive, 
making for an enjoyable brawling 
experience! 

Use of colour: colour really 
brings out the background 
details 

Graphics: basic sprites but lots 
of nice little details that make the 
stages memorable 

Sound: terrific backing music 
and exaggerated sound effects 
Skill levels: 1 

General rating: a wonderfully 
enjoyable bout of fisticuffs 
through a sleazy looking city! 
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Author: Jerri, DaRkHoRaCe, 
Diver 

Memory: 128K 

Released: 2018 


he Ninja Gaiden series has 

spanned three decades and 
with this release it doesn’t look 
like slinking into the shadows 
any time soon. Although it might 
technically be a new game, it’s 
actually a port of a 1991 Game 
Boy release — in itself a prequel to 
the 1988 action-platformer NES 
Ninja Gaiden (released in Europe 
as Shadow Warriors to avoid the 
too-violent connotation of ‘ninja’). 

To confuse further, this was 
a completely different game to 
the Ninja Gaiden coin-op (also 
released in 1988), which was a 
beat ’em up in the same vein as 
Double Dragon. The arcade game 
was ported to the Speccy in 1990 


also under the name Shadow 
Warriors, but aside from playing 
as a ninja, 2018’s Ninja Gaiden 
Shadow Warriors really couldn’t 
be more different. 

In NGSW you play Ryu 
Hayabusa, the last ninja of the 
Dragon Clan, slicing through five 
levels of futuristic enemies to end 
the reign of evil Emperor Gulf, a 
powerfully demonic entity who 
appeared out of nowhere and 
plunged America into depths of 
terror and destruction never seen 
before. 

Throughout the side-scrolling 
levels, Ryu can pick up health 
potions to replenish his hit meter 
as well as power ups that allow 
him to hurl fire projectiles, which 
have a much wider range than 
his sword. Although Ryu isn’t as 
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equipped as he is in other Ninja 
Gaiden games, he does have a 
grappling hook for quickly zipping 
up to platforms above him. 


CRITICISM 


Straight off it’s apparent how 
tight the controls are, making Ryu 
somersault and slash enemies 
with his sword a real delight! 
Unlike the NES Ninja Gaiden —- 
target of many irate reviewers 
-— NGSW is relatively frustration- 
free: no silly Countdowns or 
enemy  knockbacks causing 
Ryu to fall unfairly to his death. 
The levels are enjoyable to 
play through, each _ feeling 
unique in colour schemes and 
backgrounds. However, they 
aren’t particularly challenging 
and it’s possible to beat the game 


in about 30 minutes with a little 
practice. As a kid, | would have 
felt hard done by, but as an adult 
with far less free time, I’ve grown 
to appreciate being able to finish 


a game in one sitting. 

The main issue is that while 
this is a darn good game, as a 
Game Boy port it doesn’t bring 
anything new to the playing field 
apart from colour graphics and 
top notch audio (catchy, driving 
music and simple but immersive 
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sfx — from the swoosh of Ryu’s 
sword to the clink of his grappling 
hook making contact with a 
platform, nothing sounds out of 
place). Nothing ground-breaking, 
but if you want to spend an 
enjoyable half hour, you could do 
much worse than this. 

Ryan ‘Riot’ Coleman 


CRITICISM 


e Here we have a conversion of 
the classic Gameboy prequel to 
Ninja Gaiden. With the original’s 
monochrome design, it was ready 
made for a Spectrum version 
without too much compromise. 
And that is exactly what’s been 
provided — a faithful version with 
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lovely sprites and great music. 
The locations are the same, so 
in essence you pretty much have 
the same game - it’s just a little 
more lo-fi. | found it very playable, 
and released back in the day it 
would have been a sure-fire hit. 
Gordon King 


COMMENTS 


Control keys: redefinable 
Keyboard play: extremely 
smooth and fluid, really making 
you feel like a ninja 

Use of colour: a vast 
improvement from the Game Boy 
original 

Graphics: basic but with some 
very nice in-between level 
‘animations’ 

Sound: catchy, exciting music 
and sfx complement the 
gameplay 

Skill levels: 1 

General Rating: a cracking port 
of a fun game overshadowed by 
more popular entries in the Ninja 
Gaiden series. 


Use of computer 86% 
Graphics 88% 
Playability 91% 
Getting started 86% 
Addictive qualities 87% 
Overall 88% 


LIRUS 


Publisher: RetroSouls 
Author: Denis Grachev 
Memory: 48K/128K 
Released: 2015 


Ln is a top-down shoot ’em 
up, devised by the talented 
folks at RetroSouls way back in 
1998, and given a fresh lick of 
paint and a few more levels for the 
2015 release reviewed here. 

The game comes in 48K and 
128K flavours, so there’s a diff- 
erence between merely accept- 
able sfx and those which actually 
enhance the game, while the Party 
Edition is for those who crave 
blasting to some banging choons. 

Lirus involves navigating a ship 
around a pixelated environment 
using limited ammo supplies to 
eliminate invaders of the complex, 
which behave like viruses, rapidly 
multiplying around you. Each 
of the 15 levels is furnished 
with a barely adequate supply 
of energy and ammo top-ups, 
and in later levels useful power- 
ups come to your aid — and let’s 
face it, what top-down shooter is 
not improved by the temporary 
ability to spray bullets in every 
direction? 


CRITICISM 


e Gravchev has eschewed super- 
detailed sprite design and lovely 
backgrounds for big, chunky 
graphics — and they work. Plenty 
of colour differentiates the various 
elements, and _ the simplicity 
allows the game to move at a 
pace, scrolling smoothly through 
the levels. 

One drawback to big graphics 
is that there’s not much of the 
map visible at any one location, 
which makes it feel that the 
virus overwhelms all too quickly. 
Thankfully, none of the levels 
is huge, so no complex maps 
to navigate, but each brings a 
subtly different challenge in terms 
of managing ammo and energy 
grabs while keeping the viral 
infection at bay. 

In theory the gameplay is as 
simple as it gets — if it moves, 
shoot it —- but the actual execution 
can take a little getting used to. 
For instance, if you move while 
firing you keep firing in the same 
direction, which can help you 
clear an area; on the other hand 
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if you’re not careful you can run 
out of ammo too quickly and end 
up surrounded by energy sapping 
viral infection. However, as long as 
you do plenty of flitting back and 
forth the ammo top-ups do appear 
quite frequently, so you do have a 
fighting chance — but sit still for 
any time and any advantage you 
may have gained is lost. 

Hardcore shoot ’em up players 
will probably devour the 15 levels 
in one sitting, but for me it just got 
too tough too soon to really get 
me hooked. However, it looks and 
sounds great, and is good fun for 
a quick, cathartic blast of shooting 
at stuff. 

Steve Trower 


CRITICISM 


¢ Sometimes the charm in a game 
lies in its simplicity and Lirus is 
a prime example. A minimalistic 
look and basic gameplay are 
exactly what a game of this 
nature requires, and the design 
allows for a rainbow palette of 
colours. | really enjoy the look and 
especially appreciate the pseudo 
shadow effect that makes objects 
look like they are hovering in the 
air. It’s a nice take on a shoot ’em 
up and | love blasting away at 
the ever-growing virus; | haven’t 
seen something multiply like 
this since the pesky Amoeba on 
Boulderdash. It’s addictive as hell, 
brilliant simple fun that | can come 
back to time and time again. 
Gordon King 


COMMENTS 


Control keys: O/P, Q/A, Space 
Keyboard play: some trouble 
shooting in the right direction 
Use of colour: bright, colourful, 
unique style 

Graphics: its distinctive style 
makes Lirus memorable 
Sound: typical shoot ’em up fx 
in 48K and 128K modes; added 
chiptunes in the Party Edition 
Screens: 15 

General rating: one for shoot 
"em up experts — good fun let 
down by a steep learning curve. 
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Jeeves 


ZXOMBIES: DEAD FLESH 


TT. | 
ZOMBIE WAVE CLEARED 


Author: James Broad 
Memory: 48K/128K 
Language: Machine code 
Released: 2018 


Me Derring awakes with 
concussion. He drags him- 


self from the pile of rubble and 
body parts. Looks like none of 
his squad has made it. It’s twilight 
now, and shambling figures move 
along the streets towards him. 

The groans of the undead 
seeking the living. But then some- 
thing else, ‘Help!’ from a nearby 
building. Suddenly the grizzled 
vet has a new purpose — he must 
rescue the survivors and lead 
them to safety. The old fort to the 
east will make a fine stronghold 
until help arrives. He picks up his 
pistol and advances... 

This flip-screen adventure fea- 
tures three areas with four survi- 
vors in each. You have to partner 
up with a survivor and navigate 
the horde of flesh eating zombies 
to safety. Survivors follow your 
footsteps by moving over them 
and pressing the action button. 
This is also the way you trip the 
lever to open up inaccessible 


areas of the map. Bear in mind 
that while you are partnered with 
a survivor, they too lose health 
if they come into contact with a 
zombie — too many hits and they 
die, just as you do. 

You start with a pistol, which 
has infinite bullets but needs 
reloading every six shots, and 
a slot for one extra weapon. A 
range of weapons and power- 
ups can be found along the way, 
but picking up a new armament 
replaces the current secondary 
weapon. 

There is some help at hand — 
on clearing a screen of zombies, 
you get the helpful message 
ZomBi—E Wave CLEARED. From then 
until you lose a life that screen 
remains free of enemies. 

The TAP file supports both 48K 
and 128K, with the 128K version 
supporting in-game music. 


e This is tough. If the zombies 
don’t get you, chances are that 
one of the three zombies that 
appear at random will: Brute, Fat- 
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boy and Boomer possess special 
powers and larger resistance to 
your weapons. Fortunately the 
movement via the keys is tight and 
swift, which makes playing very 
enjoyable. Apart from the music, 
which | really didn’t find that im- 
pressive, the only thing that nig- 
gles me is the action mechanism. 
| found a few times that | had to 
reposition myself over the item 
to be grabbed/used, before the 
action finally worked. Not a huge 
pain but it spoiled an otherwise 
smooth experience. 

Alan Hammerton 


e The ZXombie Apocalypse has 
finally arrived on the Spectrum and 
the setting certainly seems like 
fun... at first. It looks good, with 
very colourful graphics and has 
a soundtrack that promises more 
action than the game delivers. 
Trust me, if the apocalypse ever 
happened, I’m not spending my 
time having the dead weight of a 
survivor tagging along. It’s hard 


enough to conserve my own 
health. | dislike games that make 
me take on an extra burden. Ant 
Attack was the only one | enjoyed 
with that dynamic. Perhaps _ if 
the shooting mechanic was less 
clunky, I’d enjoy it more, but at the 
moment it’s just a bland affair. 
Gordon King 


Control keys: Q/A, O/P, M, Enter 
Joystick: Kempston 

Use of colour: bright, colourful 
Graphics: large, well defined 
Sound: an in-game tune on 
128K and minimal sfx 

General rating: a game to 

divide opinion, but with plenty 

of challenge for those who enjoy 
some strategy amid the action. 


Author: John Connoly 
Memory: 48K/128K 
Released: 2018 


he original description for 

this ‘interactive story dating 
simulation’ says it all: John is a 
plumber who is looking for love. 
He’s looking in the house of blonde 
Jane, who has daddy issues. He’s 
always been pretty successful 
before. And this situation looks to 
be one where John will be able to 
lay some pipe and unclog some 
stuffed passages. 

Originally developed for the 
3DO Interactive Multiplayer, the 
game was infamous for its abys- 
mal production values, nonsen- 
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sical storyline, bad acting and 
humour. But mostly for being 
advertised as a full motion video 
game when it was only a slide- 
show. It was widely reviewed as 
the ‘worst game ever’. The Spec- 
trum version is a text ‘adventure’ 
with none of the tawdry photos of 
the original. 


e Before | go on any diatribes 
with regards to this game, | do 
appreciate it was an entry for 
the crap games competition 
in the last year. It is crap. It’s a 
talking simulator. | love a good 
text adventure like most of us, 
but this isn’t interactive fiction. 
Yes, there are choices which lead 
to consequences, but for the 
most part the player has to read 
tons and tons of text. It’s banal, 
mundane and pointless. I’d rather 
go and read a Mills & Boon book 
than try this game again. One 
for the bin. Oh and for the 3DO 
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original — that explains why it was 
a failed system. 


Gordon King 
Use of computer 5% 
Graphics 2% 
Playability 1% 
Getting started 1% 
Addictive qualities 0% 
Overall 2% 


Publisher: Highrise 
Electronics Inc. 
Author: Allan Turvey 

Memory: 128K 
Retail Price: $2.50 
Released: 2018 


ou thought Lance was just a 

former member of NSYNC, 
but no, here it’s also your only 
form of defence, after setting 
down in ye olden medieval times, 
astride an ostrich. But this is no 
ordinary ostrich — it can actually 
fly. Anyone of a certain age will 
instantly recognise the premise of 
Roust, an accurate conversion of 
Joust, from Williams Electronics, 
better known for their Defender 
and Robotron games. 

Each wave consists of several 
platforms with opposing knights 
of a different colour slowly 
being introduced. The idea is to 
vanquish foes by jousting with 
them. On contact, if your lance 
is higher than the opponent’s, he 
turns into an egg. Collect the egg 
and you are one step closer to 
the next wave. Leave the egg too 
long though and it morphs back 
into a knight. A riderless ostrich 
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then comes along and _ picks 
up the knight and it’s game on 
again. Vanquishing all opponents 
completes a wave and you move 
onto the next. 

The game _ contains the 
expected Joust features, such as 
Lava troll, Pterodactyl and Egg 
Wave - watch out for the Lava... 
Roust is currently 128K only, but 
Turvey is aiming for a 48K version 
and may also try to introduce a 
two-player element, as per the 
arcade game. 


e This is a rather faithful and 
fun version of Williams’ Joust. 
The key to its success is that 
the inertia of the main character 
feels right, and that’s an essential 
component to this game. All the 
memorable waves are there; Egg, 
Survival, Lava and Pterodactyl. 
It’s a decent effort of a decent 
game. | personally find it a little 
too late because Beaky and the 
Egg Snatchers improved on this 
genre and | would prefer to play 
that over this. Nevertheless, it’s a 
valiant attempt to give Spectrum 
owners a classic arcade port. 
Gordon King 


e | have to be honest here, | only 
managed to get onto Wave 4. 
After the second wave, one of the 
upper platforms is removed and 
the lower platforms protecting 
you from lava also disappear. The 
result of this, more often than not, 
is that once you turn a knight into 
an egg, it often rolls into the lava, 
preventing you from getting the 
bonus points. 

Roust is as tough as _ its 
arcade counterpart. Two factors 
make playing tricky: the need to 
constantly press fire to stay aloft 
(the more you press the higher you 
go); second is the ostrich’s inertia 
- you don’t instantly 
stop moving left, right or 
landing on a platform but 
continue for a few steps. 
This isn’t a criticism of 
the conversion, but the 
game _ itself. That 
y said, it makes for 
an_ interesting 
_ experience 


and you soon begin to find where 
it’s more advantageous to lurk, 
waiting for your prey. 

The choice of keys is a small 
niggle — defining your own keys 
would be great and | would find 
it easier to play if the left and 
right keys were on the left of 
the keyboard. | felt | was being 
punished by a left-hander. 

Colin Meeks 


Control keys: O/P, Space 
Joystick: Kempston, Sinclair 
Use of colour: simple and easy 
on the eyes 

Graphics: simple but effective 
Sound: nice title tune sfx 
General rating: an excellent 
arcade conversion. 


FUTURE 
LOOTER 


Author: Timmy 

Memory: 48K 

Language: Machine code 
Released: 2011 


f you played Cybernoid you 

know what to expect from 
this game. The corrupt Space 
Federation is causing havoc, 
rare star crystals are being mined 
and the Free People depend on 
you to steal back as many pick- 
ups of value as you can from 
those naughty invaders - while 
manoeuvring your way out and 
trying to stay alive. 

Your spaceship, which floats 
upwards on pressing the thrust 
key, has a gun on the front. Make 
your way through the flip-screen 
landscape picking up various 
gems and goodies to boost 
your score and avoid the various 
baddies and obstacles that get in 
your way. 


"CRITICISM 


e | loaded this game into a real 
Spectrum +2 and saw the credits 
list Mr Beep for the music. | 
couldn’t hear any. So | loaded the 
same file into my PC emulator 
and there was the music on the 
title screen! Odd. Don’t people try 
their own games on real hardware 
before distribution? 

No beating around the bush, 
Future Looter is a budget version 
of Cybernoid. Released back 
in the day on a budget label, 
Hewson might have sought legal 
advice, it’s that similar. It even has 


the volcanoes spewing out lava, 
rockets that fire up or down as 
soon as you get near them and 
lots of tight spaces requiring pixel- 
perfect timing to clear — Just like 
in Cybernoid! Even some of the 
problems are exactly the same. 
Mirroring screen layouts from 
Cybernoid on occasion doesn’t 
fool me either or disguise the 
fact that this is a rip off. You don’t 
even have a missile in this game. 
Cybernoid has and | missed 
causing a big colourful explosion 
from firing one. It all seemed 
pointless really. Why this was 
written? | just don’t know. Play 
Cybernoid instead. The graphics 
are better and it has 128K sound. 

Mark R. Jones 


"CRITICISM 


e Back in the 1980s Code 
Masters might have loved this 
on their roster. It starts with 
a cracking (48K beeper) tune 
from Mister Beep. Though what 
it doesn’t say is that you have 
to press FIRE on your choice of 
control to start. Future Looter has 
all the colourful backgrounds and 
smooth movement of Cybernoid, 
but with none of the special 
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weapons. There are a few puzzles 
when you need to shoot blocks to 
divert monsters in order to clear 
mines, but then the odd suicide 
pill pick-up means a lost life if you 
get it wrong, which is confusing — 
why doesn’t dying just reset the 
level? The first of these puzzles is 
simple enough, the second much 
tougher and seemingly defiant of 
its own logic. 

The controls are responsive, 
with up to fly and leaving it to 
gravity to descend. Sound effects 
are decent enough beeper spot 
effects. So, smooth and fun to 
play — always nice to have some 
new levels in this sort of game. 
It’s just been done better. 

Jason Railton 


Control keys: O/P, Q, Space 
Joystick: Kempston & Sinclair 
Keyboard play: responsive 

Use of colour: bright, colourful 
Graphics: nice but a bit ‘budget’ 
looking with limited animation 
Sound: limited sfx in play, great 
multi-channel 48K tune but won’t 
play on a 128K +2 machine 

Skill levels: 1 

Screens: 3 levels / 52 screens 
General rating: An inferior 
Cybernoid copy. 


n May 1982, two years before 

the first issue of CRASH hit 
the newsstands Howard Scott 
Warshaw released Yar’s Revenge 
for the Atari 2600. Like some 
other games of the time — most 
famously perhaps, Adventure — 
Yar’s Revenge included an Easter 
Egg. A quirk in the gameplay 
revealed the  programmer’s 
initials, backwards, in the high 
score table — a hint that ‘Yar’ was 
a reversal of ‘Ray’, the name of 
Atari’s CEO. 

Even without that background 
info, it’s not too hard to crack the 
code and decipher Rays’ Reprisal 
as a thinly-disguised Spectrum 
version of Yar’s Revenge, some 
36 years after the original. |In2015, 
news sites were still reporting 
on this game as Yar’s Revenge 
ZX, so it’s clear Luca Bordoni 
was planning a straightforward, 
faithful adaptation, and changed 
the name at the last minute. All 
the other details — such as the 
Qotile and the Zorlon Cannon - 
remain the same. 

It seems therefore appropriate 
that in this case, as they say, 
revenge is a dish best served in 
the cold reaches of space, and 
galactic warrior Ray has taken 
that lesson to heart. He’s made 
it to the base of his enemy, the 
Qotile, but there are a few more 
obstacles to overcome before 
he can defeat his nemesis. The 
Qotile craft lurks behind a shield, 
which can be knocked out brick 
by brick in a deadly game of 
breakout, or consumed, cell by 
cell, by Ray’s craft. 

Eating the shield calls up 
Ray’s secondary, and more 
powerful weapon, the Zorlon 
Cannon. This purple laser hovers 
to the left of the screen, following 
Ray’s movements and waiting to 
be deployed at the right moment. 
Unfortunately, the cannon always 
fires directly at Ray, so you’ll have 
to launch, then quickly get out of 
the way if you don’t want to be a 
victim of friendly fire. 

The Qotile has its own 
defences, of course: slow-moving 
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Jeeves 


SAVING 
KONG 


Author: Gabriele Amore 
Memory: 48K/128K 
Released: 2018 


here isn’t a lot to say about 

this game’s theme. Inspired 
by the classic (1933, 1976 or 2005 
— take your pick) film King Kong, 
it features Helen Blond, who after 
her rescue has jilted Mario after 
realising he isn’t man enough. 
Instead she wants to be with King 
Kong. His task is to ascend the 
towering skyscraper to join her 
and your task, dear player, is to 
put a stop to all the enemies out 
to kill the big ape as he climbs. 

Buzzing around the place 
are the bi-planes (So it’s 1933, 
then —Ed.) despatched to shoot 
Kong down, and when that’s 
insufficient to dampen his ardour, 
dirigible balloons appear. Fail in 
the mission of saving Kong by 
destroying his aerial enemies and 
he tumbles down to the ground 
when touched . . . And that means 
starting all over again. 


e First impression of this AGD 
game is that it’s reminiscent of 
the Bally Midway arcade game 
Rampage from 1986, except here 
you have to get to the top of the 
tower block and not destroy it. 
The graphics are nice and very 


colourful, with no clash visible due 
to the fact that Kong moves about 
a character square at a time. You 
control a cross hair (just like in 
Operation Wolf) so you can shoot 
baddies before they get to Kong. 
While keeping them at bay, Kong 
climbs the tower to reach his 
beau. Energy can be replenished 
by shooting love hearts (up to five) 
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and ammo is refilled by aiming for 
the bullet icon that appears every 
now and again. Complete five 
screens’ worth of towers and the 
game’s over. 

There’s a choice of two 128K 
tunes, though you have to load 
the version you want beforehand. 
One’s_ called ‘Massive Attack’ 
(which is the tune | prefer) and 
the other ‘Dizziness’. | must say 
though, the tunes are really good 
but the voices that make up the 
music seem to be used in every 
new 128K tune nowadays and 
they’re are all starting to sound the 
same. Once I’d united Kong with 
Helen, which doesn’t take long, 
| didn’t really have any desire to 
play the game again. 

Mark R. Jones 


e Okay, so it’s a clever take on 
King Kong or Rampage where 
it’s your task to defend the giant 
gorilla by shooting down anyone 
who tries to stop him. Starting 
with bi-planes, but later bomber- 
dirigibles and armed guards show 


up too. Controlling the crosshair 
sights is smooth enough, though 
the change in colour of both your 
sights and the enemy planes as 
they pass in front of the building 
can be alittle distracting. 

There’s also some odd be- 
haviour when a plane disappears 
after touching Kong, but con- 
tinues to knock him down the 
tower before flying away. So you 
find yourself in the daft situation 
of firing blindly at the ape you’re 
meant to be saving in the hope of 
hitting the obscured plane. And, 
because Kong climbs the right- 
hand side of the building, planes 
appearing on that side get to him 
almost immediately, then vanish 
but keep dealing damage. This 
also leaves graphic glitches be- 


_ 


hind, with fragments of bombs 
or your crosshair stuck on the 
screen when Kong moves up or 
down. 

It seems mean that when the 
dirigibles appear, you can’t move 
your sights quite to the top of the 
screen to fire on them — you can 
only shoot the bombs they drop. 
And the bombs are a bit peculiar 


as they fall until they’re level with 
Kong, then move horizontally to 
hit him. There’s also the annoying 
problem of limited ammunition. 
Extra bullets and health appear 
at random, but can leave you 
going for long spells unable to do 
anything. It’s fun for a while, but 
could do with better balancing to 
keep the game flowing. 

Jason Railton 


Control keys: Q/A, O/P, M Fire 
Joystick: Kempston & Sinclair 
Keyboard play: sensible 
positions, responsive 

Use of colour: strong, with 
colour clash at a minimum 
Graphics: nice, simple, though 
Kong looks a bit strange with his 
red fur and yellow hair 

Sound: two great 128K tunes by 
David Saphier, supplemented by 
some squelchy 48K sfx — 48K 
version has no tune 

Skill levels: gets gradually 
harder 

Lives: 1 (replenishable energy 
bar) 

Screens: 5 


General rating: worth a look but 
not much replay value. 
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Publisher: Miguetelo 
Authors: Miguel Angel, 
Tejedor Lopez 
Memory: 48K/128K 
Language: AGD 
Released: 2017 


art maze-action, part puzzle, 

Space Junk puts you in 
command of a space garbage 
collector, or destroyer. The 
complex maze layouts are all 
mucked up with flashing red 
generators - long lost junk - 
to be blasted. It would be a 
simple mission if it weren’t for 
the speedy alien vessels out to 
prevent decent space recycling. 
These can be disabled by 
shooting them, but only for a 
short duration. A word about the 


‘marmite’ control method, which 
has the ship turning on its axis, 
and has had some players getting 
used to it, others not... 


e This is one of the most frustrat- 
ing games | have played in a long 
while. It may be pretty and con- 
tain more colours than a packet 
of Skittles, but getting the craft 
to face the correct way to shoot 
the space junk is absolutely infu- 
riating. 
| don’t know if this is meant to 
be like this by design and it is a 
puzzle element to try and figure 
out what way to face, but it’s 
not a tight mechanic — it’s more 
haphazard. It completely ruins the 
experience and, in truth, | simply 
didn’t want to play it beyond 
necessity of this criticism. 
Gordon King 


Control keys: Q/A, O/P, Space 
Joystick: Kempston & Sinclair 
Keyboard play: typical AGD 
game responsiveness 

Use of colour: bright, but all 
levels look the same 

Graphics: tile-based and heavily 
re-used 

Sound: jolly David Saphier music 
throughout but it does drown out 
the sfx 

Skill levels: 1 

Lives: 3 

Screens: 20 

General rating: if you can 
master the infuriating control 
method, there might be a game 
for some players here. 
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Use of computer 50% 
Graphics 70% 
Playability 10% 
Getting started 10% 
Addictive qualities 15% 
Overall 25% 


~ 
Author: Shiny 
Memory: 48K/128K 


Released: 2017 : 


4 


pe requiring the player to 
reflect a beam of light from 
one point to another aren’t a rarity 
in modern games, appearing ina 
few different series like Resident 
Evil, Uncharted and The Legend 
of Zelda. In Beams of Light the 
object is to direct beams of light 
from the left side of the screen 
through an array of crystals 
towards a goal on the right. The 
beam has to pass through every 
single rotatable crystal on the 
screen to complete the level — and 
there are 50 levels of increasing 
complexity to get through. 
Simples. 
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¢ In spite of its simplicity, Beams of 
Light offers enough of a challenge 
to make it hard to stop playing. 
The developers graciously allow 
you to choose from level 1 to 49, 
meaning that you can quit after 
you finally manage to figure out 
a level, and pick up with the next 
level at your leisure, something 
| appreciated a lot. One issue is 
that there doesn’t seem to be 
any noticeable pattern in regards 
to difficulty. It took me over an 
hour to figure out one of the early 
levels, yet | managed to complete 
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level 33 in less than a minute, 
though to be fair it gets easier to 
figure out the puzzles the more 
time that you put into the game. 
The graphics are very basic: 
each level has a border, the 
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light beams and the reflecting 
diamonds. Varying the colours 
used in every level from the 
standard green, light blue and 
yellow would have been a 
welcome improvement, if only 
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to make each level feel more 
unique. There’s no sound in 48K, 
while players in 128K are treated 
to a jovial little tune playing 
throughout. 

The controls are very basic 
with no option to redefine the 
keys; the blue marker block 
which highlights each diamond 
before you rotate it seems to 
move far too quickly around the 
screen, even at the lightest touch 
of a key. This is a minor quibble — 
if it were any other type of game 
than a chilled-out puzzler, it might 


| have been an issue. Despite not 


really anticipating much, | found 
myself enjoying Beams of Light 
more than expected. It’s basic, 
but features some compelling 
and challenging gameplay in 
addition to nice backing music. 
Ryan ‘Riot’ Coleman 


e | have a soft spot for the oc- 
casional Spectrum puzzle game. 
| was rather fond of titles like 
Deflektor and A Whole New Ball 
Game, which were similar in con- 
cept. The trouble for me is that, 
this offers nothing new from them 


| and is a slightly more shallow ex- 


perience. Yes, it becomes very 
taxing as the levels progress, but 
once | played a dozen levels or 
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so, | felt | had played everything 
there was to offer. | simply found 
it a bit bland and not as exciting 
as its peers in the same genre. 
Graphically, it’s not the pretti- 
est game ever - at very best the 
sprites are functional. There is a 
jolly tune in 128K mode though, 
but even that gets a bit repetitive. 

Gordon King 


Control keys: cursor, ENTER 
Keyboard play: a little sensitive, 
but far from rage-inducing 

Use of colour: does the job, but 
lacklustre 

Graphics: very basic 

Sound: tune in 128K plays 
throughout, but nothing in 48K 
Skill levels: 1 

Screens: 50 

General rating: time-strapped 
gamers would do best to avoid 
this puzzler. Although a very 
basic title that adds little to 

the genre, it does have some 
enjoyable and addictive qualities. 
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RAIDERS OF 


Author: Luca Bordoni 
Memory: 48K 
Language: AGD 
Released: 2017 


Cc 1936! Intrepid archae- 
ologist and part-time adven- 
turer Indiana Jones has followed 
rumours of the lost Ark of the 
Covenant to this Egyptian city, 
and plans to seize the artefact 
before it can fall into Nazi hands. 

You control Indy’s on-screen 
action as he travels from one 
location to the next, traversing 
marketplaces, ravines and the 
secret sanctums within temples 
to reach the Well of Souls. 
Pressing 1 activates the Inventory 
Bar, allowing you to select from 
the objects Indy is carrying: The 
trusty whip is an early find, use 
it to snap back at the snakes 
that fall from the ceiling. Coins 
are used to buy items from 
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traders, and magical objects can 
transport you across space, or 
reveal hidden routes. 


\ CRITICISM _| 


e Another faithful adaptation of 
a classic Atari 2600 game by 
Howard Scott Warshaw (see Rays 
Reprisal page 95). Luca Bordoni 
is clearly adept at porting retro 
games to the Spectrum, decades 
after their inception, and even his 
original creations — Land of Mire 
Mare, Explorer 2 (see page 6) - 
are affectionate tributes to the 
Ultimate style. Raiders of the Lost 
Ark makes no attempt to update 
this 1982 adventure, aiming 
instead to give us the authentic 
Atari experience. 

Though Indy’s animation is 
smooth, the other graphics are 
cyphers floating against bright, 


CASTLE CAPERS 


Author: Gabriele Amore 
Memory: 48K/128K 
Language: AGD 
Released: 2017 


e’re in the castle walls of 

the Evil Mouse King, who 
has kidnapped a bunch of Dream 
Fairies and it’s up to you to rescue 
them. At your disposal you have 
magic blocks and infinite lives, 
and with these you can traverse 
each screen gathering Dream 
Fairies (a set number per screen). 


tt 


Use the magic blocks to make 
stairs or holes, whichever aids 
you to the goal of rescuing Dream 
Fairies. 


e As ever Amore delivers his 
own unique world of cartoon- 
like graphics and is not afraid to 
paint the screen in colour, which is 
always great to see. But the issue 
is that it’s punishingly hard to play. 
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blank backgrounds, and the inlay 
with its hints is needed to work out 
that the vague wedge is a shovel, 
the squiggle is not another snake 
but your whip, and that the scatter 
of pixels represent coins. As for 
the Black Merchant, the Thieves 
and the Raving Lunatic, even 
the Atari 2600’s blocky shapes 
did a clearer job of representing 
characters. Understanding what 
you’re looking at is made more 
difficult by showing enemies 
in a single colour, rather than, 
for instance, giving the Lunatic 
a blue hat, magenta face and 
white beard, which would have 
been entirely possible within the 
Spectrum's attribute blocks. 

The game’s puzzles are as 
fiendishly difficult as the original. 
Whipping your way through a wall 
is obvious enough, but when the 
perspective suddenly shifts to 
top-down, and you’re meant to 
realise that a floating cursor is a 
grappling hook offering your only 
escape across gaping ravines, 
the step-by-step instructions 
just handy but 


become not 


No wonder you get infinite lives: 
three wouldn’t cut the mustard, 
nor would five, ten, 25... 

Everything moves quickly from 
the get go, you need to understand 
the mechanics of play instantly, 
but the speed and difficulty does 
the game a disservice. If it isn’t 
fun to play from the off, why stick 
around to see if level five is any 
better? 

The appearance is excellent 
and there’s AY music from David 
Saphier — a nice bonus, but when 
it comes to actually playing, well 
sadly Castle Capers is a wee bit 
too hard to be enjoyable. 

Villordsutch 


e Castle Capers may have all 
the colours of the rainbow, but 
its bland gameplay, jerky sprite 
movements and _ irritating spot 
effects combine to make a rather 
tedious affair. It took me ages to 
figure out how to make a hole in 
the floor with the block and the 
way that it’s executed actually 
looks more like a bug in the game 
where two tiles can’t exist in the 
same square at the same time. As 
clever as the AGD engine is, I’m 
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necessary. On the other hand, this 
hard work brings its own benefits: 
| felt a genuine satisfaction at 
watching the sun rise as | held an 
Ankh at just the right point in the 
Map Room, and saw the location 
of the Ark revealed. 

Apparently, when Spielberg 
was shown the Atari game, he 
was bowled over - ‘it’s just like a 
movie!’ Times have changed, of 
course. There have been other, 
more sophisticated Spectrum 
adaptations of Indiana Jones, 
-— US Gold released The Temple 
of Doom and The Last Crusade 
late in the 8-bit era, in 1989 — and 
Raiders takes us back to the days 
when we had to invest all our 
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beginning to see its limitations 
and how homogenised the games 
made on it are becoming. It’s a 
great tool for those who aren’t 
wizards in assembly and suchlike, 
but I’m getting bored now. 
Gordon King 


Control keys: O/P, M = Magic 
Joystick: Kempston & Sinclair 
Use of colour: bright, splashy 
Graphics: good looking sprites 
Sound: jolly tune and burp sfx 
General rating: an intriguing 
idea perhaps spoiled by the lack 
of difficulty curve. 
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imagination in basic graphics, 
deciphering them like primitive 
symbols on a rock wall. As such, 
despite its simplicity, Bordoni’s 
adaptation offers a genuine form 
of gaming archaeology. Raiders 
is rock-hard, but surprisingly 
rewarding. 


on my rubber keyboard again. 
It’s a faithful port of a less than 
inspiring movie licence. 

Gordon King 


Will Brooker 

Control keys: Q/A, O/P 
Joystick: Kempston, Sinclair 
Use of colour: Basic, with some 
garish choices 

Graphics: Good animation on 
Indy, but many objects and 
enemies are surreal cyphers 
Sound: Beeper theme tune, sfx 
blurps and crunches 

General rating: Authentically 
retro, complex, challenging, let 
down by the limitations of the 
Atari original. 


e Remaking a game which looked 
antiquated and received mixed 
opinions in its own time is a bit 
of an odd choice. If | were to be 
a begging man and plead for an 
Atari 2600-to-Spectrum port, it 
would have to be Adventure. At 
its very best, this blocky movie 
tie-in is an ugly adventure with a 
few interesting puzzle elements. 
It certainly doesn’t hold your 
hand, and for those who don’t 
remember the game from their 
past, will more than likely look 
at the solutions in the manual 
provided with the release. 
Personally, beyond novelty factor, 
this isn’t going to be fired up 


Use of computer 
Graphics 
Playability 

Getting started 
Addictive qualities 
Overall 
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METAL MAN 


RELOADED 


Authors: Oleg Origin, 
Stella Aragonskaya 
Memory: 48K 
(multiload) /128K 
Language: Machine code 
Released: 2014 


here’s seldom utopia to be 

found in our visions of the 
future. They are often bleak af- 
fairs with harrowing sociopolitics; 
ultimately, with no hope for hu- 
manity. The future needs a hero to 
thwart all our fears and help paint 
a fairer prospective of our doomed 


metropoles. Fear not, Metal Man 
may be the cure. 

Mafia syndicates have taken 
over New York City and they have 
unchallenged autonomy as they 
have, quite simply, lined the pock- 
ets of the many corrupt police 
units. A few officers are resistant 
to this shady bribery. This is where 
Matthew ‘Metal Man’ Cranston 
leaps into the frame and he, with 
help from some of his colleagues, 
is determined to win back the city. 

The game is primarily a plat- 
form-based shooter spread over 
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ME 


five levels. The first mission is to 
infiltrate one of the mafia clan’s 
industrial bases and insert a virus 
into the computer network to ren- 
der communications between the 
syndicates null and void. 

The task is easier said than 
done since thugs and various 
automatons heavily defend the 
area. To add to the challenge the 
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microchip containing the virus 
has been broken into segments 
and these must be located before 
the computer terminal can be 
accessed. 

This search doesn’t take 
place only on the ground floor — 
Cranston and colleagues have 
to fight their way up different 
levels via lifts and battle through 
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every inch of industrial territory. 
Fortunately the mafia goons 
haven’t tidied up much behind 
themselves: gun power-ups, 
shields, med-kits and even a 
fantastic hover bike are some of 
the many aids to assist Cranston. 

The subsequent levels aren’t a 
mere rinse and repeat. Although 
they follow the same principle, 
they are more involved and wits 
as well as brawn are required. 
There are switch positions to 
alter, electronic circuits to figure 
out, more areas to explore and 
even a forklift and magnetic crane 
to operate on the scrapyard level. 
There is even a driving level in 
which Cranston has to navigate 
downtown New York’s traffic. 

Winner of the Retro Games 
Battle 2014, Russian is the 
message language of default, 
but fear not, also available are 
Czech, Italian, Polish, Spanish 
and ...English (phew!). 


\ CRITICISM __| 


e How on earth can a game of 
such colour and scope even fit 
onto our humble Speccy? What 
witchcraft is this? Seriously, this 
is one of the most colourful and 
best-looking games ever released 
on the system. The graphics are 
big and bold and the moving 
skyline in the outdoor sections is 
astounding. This all works on the 
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48K too, albeit multiload, but still 
— my jaw hit the ground at such 
craftsmanship. 

Oleg Origin really knows his 
way round Spectrum coding and 
deserves a standing ovation. Yes, 
the game is reminiscent of Robo- 
Cop with its RoboCop-like char- 
acter, shooting at multiple angles 
and some truly excellent ED-209 
type baddies, but this has far 
more scope than a simple action 
shooter. The puzzle elements in 
the game are fantastic, the host 
of vehicles Cranston can drive, 
the communication between him, 
Nancy and his team is great, and 
the boss battles are exhilarating. 

This is more akin to the com- 
plexities of a game from the 16- 
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bit systems. What an all round 
package it is and something 
Spectrum owners should be very 
proud of. Games don’t get much 
better than this. 


Gordon King 
e Metal Man Reloaded is 


something rather special. It may 
appear as just a normal run ’n’ 
gun game but it’s a lot more. As 
you dig deeper into each level 
to find mini-games that must 
be completed in order to allow 
further progress and even secrets 
that will... but let’s not spoil that! 

| will admit that | found Metal 


Man Reloaded to be harder than | 
expected, taking a good few goes 
before it clicked. Many times, 
| found myself being shot by 
enemies who spawned offscreen 
immediately after I’d cleared that 
area. It’s also a shame that the 
in-game audio is limited to the 
same few sound effects, but | 
guess this is the price we pay for 
the wonderful graphics and sheer 
amount of content. 

Don’t get me wrong, this is a 
fantastic game — a prime example 
of how skilful programmers 
can still push the Spectrum 
further then anyone could have 
expected, even after more than 
35 years. Take my word, treat 
yourself and invest a chunk of 
time, you’ll get a fantastic return. 

Alan Hammerton 


Control keys: Q/A, O/P, M 
Joystick: Kempston, Sinclair, 
Cursor 

Keyboard play: nice and 
responsive 

Use of colour: wonderful 
throughout each level 

Graphics: huge and detailed 
sprites and some great 
backgrounds 

Sound: classic Spectrum sfx as 
you play and some atmospheric 
title music 

Skill levels: 2 

Lives: 3 

Screens: Lots! 

General rating: can this be King 
of the best looking games on the 
Spectrum? 


Use of computer 
Graphics 
Playability 


Getting started 
Addictive qualities 
Overall 


CRASH Annual 2019 99 


Ro Ry : moe 
SOBA, a 


73h 


ieee ah 
Bes ees, 


pha 


C RAS Playing Tips began 
in issue five, June 
1984, after considerable demand from 
readers for such a dedicated section. 
With it came the first map, and what 
better game to kick us off than Matthew 
Smith’s legendary Jet Set Willy. As 
would become the norm, a reader did 
the groundwork, in this case Kenneth 
Kyle of Retford, Nottinghamshire, 
who sent in a lovely drawing of Willy’s 
mansion, complete with a key and all 60 
locations. 


editor for the majority of CRASH’s latter 
life, had the job of sorting through and 
verifying the works of art sent in by you, 
dear readers. 

‘Maps arrived by the sack load!’ 
exclaims the tipster. ‘Some were great 
works of art in their own right; others 
were pencil scribbles on a piece of 
A4 paper.’ Nick sometimes tried to 
influence the input by requesting a 
particular map in his introduction to the 
tips section, normally for the blockbuster 
games that he knew would have a large 


‘Readers had been sending in maps 
from early on,’ says Oli, whose job 
was to add his trademark flourishes to 
each map. ‘And this increased once we 
started publishing them.’ 

From issue five onwards, the CRASH 
mailbag bulged with our readers’ works 
of art, carefully transcribed from the 
screen to paper. Nick Roberts, tips 
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demand for mapping out. 

One such reader was Peter Stavers, 
budding artist and gamer from the 
northeast of England. Peter began 
mapping in the early days of the 
Spectrum, aware that it was vital to help 
progression in many games. 

‘It was long before internet 
walkthroughs were around, so even a 


bunch of crudely-drawn squares and 
directional arrows would be a big help,’ 
he explains. Peter first submitted a 
map in 1986, and ended up with a total 
of four published, immortality sealed 
forever in the pages of the world’s 
greatest ZX Spectrum magazine. 

By using a pause key, in conjunction 
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Peter Stavers’ competition-winning Cybernoid map 


with an infinite lives Poke, the work 
was painstaking, especially with larger 
games. ‘It also depended on how 
detailed the screens were, as the more 
intricate ones took quite some time, 
even with cheats, as they were all 
hand-drawn, one screen at a time.’ After 
adding some background art of his own 
and a reference key, Peter would send 
his masterpieces off, and not usually 
know whether it had been accepted or 
not, prior to seeing his work in the pages 
of CRASH. 

There was one notable exception. 
‘| did win a mapping competition 
once with a map of Cybernoid,’ he 
announces proudly, and won himself 
£30 of software and a sweatshirt of 
the game. Generous lot, aren’t we? 
‘Unfortunately | couldn’t wear the XXL 
shirt as | was small and skinny and 
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looked like | was wearing a tent!’ laughs reflecting the theme and spirit of the 


Peter. Despite the gremlins messing up game.’ 

garment sizing, the honour of having CRASH’s artistic supremo drew 
another map printed meant the young on the game’s own box art and 

artist was unfazed. ‘And | dare say it advertisements, as well as watching the 
would probably be a perfect fit now!’ game being played. 

he adds with a world-weary nod to the ‘| also incorporated any hints and 
inevitable advancing of years, and the tips which added to the whole; the 


illustrator’s job is to fuse the various 
elements into a pleasing image.’ 


Naturally, the Spectrum’s bigger 
titles were usually reserved for lavish 
treatment. Remembers Nick, ‘Oli had 
a great run of impressive maps. | was 
always a fan of the Ultimate games, 
so Atic Atac, Sabre Wulf and Knight 
Lore (all featured in Nick Robert’s 
Playing Tips on pages 22 and 23) 
were firm favourites of mine.’ While 
the latter is regarded by many as his 
finest map-related hour, Oli’s increasing 
commitments elsewhere often meant 
Nick resorted to scouring the loft at 
arr CRASH’s King Street headquarters 
aon (brave man), picking out long-forgotten 
pieces of art that could be used in 
conjunction with new submissions. 


. = ' bs 
Gary Miller of Dover compiled Backpacker’s 
Guide to the Universe and Oli put it all together 
with a background in issue 15, April 1985. 


effect it has had on his midriff. Rejection can hurt! 

But of course the story didn’t end Not every reader had the success of 
when the map was accepted. After Peter. For every published mapper, 
studious checking by the CRASH team, there were ten more, submitting their 
it was over to Oli to make sure the studious efforts on a monthly basis to 
drawing was as clear as possible, and little recognition. 
add his own artwork. ‘| think | first sent a map into CRASH 

‘Maps had to look as interesting back in 1986,’ recalls Mark Howlett, 
as possible; rather than just being CRASH reader and ZX Spectrum super 
technical, they aimed to appeal by fan. ‘It was either Technician Ted or Jack 

. - : The Nipper, neither of which made it into A . 


the magazine.’ The result for Mark was 
a genuine rejection letter from erstwhile 
tips editor, and sometime alien wrestler, 
Hannah Smith. ‘They said it arrived “just 
a few days late”. I’ll never know if they 
really did, or if they preferred the one 
that was published.’ . 
As with other readers, Mark added ; * = 
artwork to his maps, often cartoons 
and sketches, generally for his own 
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Mark Howlett’s lovely pencil-drawn Jack The Nipper map which earned ... 
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.. this rejection letter from then-tipster Hannah Smith. 


entertainment. ‘There was many a time 
in the summer holidays when rather 
than playing outside with my mates, I’d 
prefer to have a hot Spectrum on my lap 
and pencil in hand!’ Now it’s this sort of 
dedication to CRASH, that often brings 
a tear to Lloyd’s eye. 

To generate his maps, Mark used 
similar techniques to Peter, and notes 
the perseverance involved. ‘It always 
depended hugely on what type of 
game - obviously a text adventure is 
quite relaxing to map as nothing really 
happens if you don’t press a key! 
However, games that didn’t have a 
pause key were quite a challenge. Often 
I’d find myself flipping screens, just 
getting enough drawn before a baddie 
began to head my way!’ 

For this ace mapper, his biggest 
challenge was Jon Ritman and Bernie 
Drummond’s incredible isometric 
adventure, Head Over Heels. 

‘That took me absolutely ages! 
Across 12 sheets of A4 paper | 
managed to draw every single location 
in the game with coloured sections to 
represent teleports, deadly platforms 
and so on.’ Well not quite every location, 
he laments. ‘I never actually managed 
to complete the game. Still, half the 
fun of these games was exploring, 
right?’ Indeed Mark; with rarely any 
walkthroughs or cohesive instructions 
(hello, Ultimate), mapping a whole game 
as tricky as Head Over Heels was a 
brutal task. 
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Mark Howlett, 


Dear Mark, , 


Unfortunately it arrived just 
Issue 32's Playing Tips. 
However, 
sending to me then please do. 
future issues of CRASH- 
Kind regards, 


Thankyou for your map of J 
a few days too 


have anymore maps which 
agp pe twit do my best to incl 


it 
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Hannah Smith, 

CRASH Playing Tips, 
1-2 King Street, 
Ludlow, 

Shropshire. 


16th July 1986. 


ack the Nipper. 
late to be included in 


you would consider 
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Hannah Smith 


And like Mark, Nick Roberts himself 
sent a map into the elusive Ms. Smith. 

‘| remember vividly creating a map 
for Roller Coaster,’ he reveals. ‘Before 
my time on CRASH, when | was just a 
Ludlow schoolboy, buying the magazine 
from Preedy’s newsagents in the Bull 
Ring.’ 

A big fan of the Elite platformer, Nick 
spent a whole school holiday detailing 
each screen of the game and adding a 
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hefty amount of colour. Unlike Mark, he 
never even received a rejection letter. 
‘When | took over the playing tips desk, 
| searched high and low for that map in 
the mountains of post. She must have 
binned it!’ 

When it comes to the best maps in 
CRASH, opinion leans towards the large 
arcade adventure games that normally 
provided the best backdrop material for 
the mapper. For Oli, Atic Atac stands 
out for personal reasons. ‘It wasn’t the 
most ambitious in terms of additional 
surrounding,’ he explains. ‘But | actually 
managed to play Atic Atac right through 
— a first for me — and also because the 
map made a complicated game seem 
deceptively simple.’ 

Others, such as the aforementioned 
Knight Lore and Dun Darach (see 
Nick Roberts’ Playing Tips favourites 
on pages 106-107) became pull-out 
spreads, deemed worthy of any fan’s 
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Over 12 sheets of A4 paper, a beautiful map of Head Over Heels by Mark Howlett ...sadly incomp 


wall. Continues Oli, ‘The popularity of 
the maps led to some being treated as 
posters, either black and white or full 
colour, and some designed as pull- 
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¢¢ Peter’s own illustrations 
of a beefcake Joe dispensing 
justice were deemed good 
enough on their own. »? 


outs to be saved. Inevitably, editorial 
decided which games deserved the star 
treatment, and these merited a mention 
on the cover; the bigger and better-rated 
the game, the more likely it was to be 
selected.’ 

Some mappers, such as Peter 
Stavers, even had their efforts printed 
as submitted. The guide to Joe Blade II, 
printed in the CRASH Christmas special 
of 1988, included very little from Oli 
himself as Peter’s own illustrations of 
a beefcake Joe dispensing justice to 
a brace of punks, were deemed good 
enough on their own — the highest 
honour for any reader mapper, despite 
Oli’s own fantastic additions. Fittingly, 
Peter has high praise for not just Oli, 
but also the people behind the games 
themselves. 

‘The sprawling maps of maze-like 
games such as Sabre Wulf and Knight 
Lore always fascinated me,’ he notes, 
‘and made me realise the amount of 
planning that had gone into the games 


Cor, this Peter Stavers bloke is good. All the maps he sends in are 
covered in excetient artwork, and you can still make out all the 
details to sohetpyeuuhiogintiete eae. Here is his great map 
Of Joe Blade Il, well done Stavt 
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Maps of arcade action games were also popular 
such as this effort from Peter Stavers. 


by their programmers.’ CRASH agrees; was so big, it was easy to lose bearings. 
a map served to not only direct the But on seeing the map, you realise the 
player, but also make them appreciate rooms are organised neatly to form 

the neat and tidy way a game gelled Willy’s mansion, with all the rooms fitting 
together. Continues Peter, ‘Jet Set Willy together logically.’ 

was a perfect example of this: the game Alas, today, maps for games are 
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Some maps fitted better by printing them 
sideways across a spread, like Thunder Cats by 
Gareth Styles of Guildford. 


largely unnecessary. For the mappers 
and map fans, this is a shame, except 
perhaps for the cluster of new Spectrum 
games released each year. ‘I feel 
privileged to have grown up during a 
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Beyond the Ice Palace cre 


A completed map often revealed an overarching 
design that would otherwise go unnoticed, such 
as this map of Rasterscan by Mark Howlett. 


time where games could be mapped 
out like this,’ remembers Mark Howlett 
fondly. ‘I found it to be a cathartic 
exercise, as well as useful. | fear it’s a 
lost art, which is a crying shame.’ That 
catharsis, plus pride, and the chance to 
feature in the pages of CRASH, was all 
the incentive reader artists needed. 

‘The maps were the main event 
to make CRASH’s playing tips work,’ 
concludes our Nick, with a small 
Mangram-esque tear forming in one 
eye. ‘You had your POKE routines, cheat 
codes and tips, but then turning the 
page you came to a magnificent map 
that, even if you didn’t have the game, 
had you poring over it, marvelling at the 
game design and secret locations.’ Such 
time-consuming endeavours. Weren’t 
we a bit stingy, not sending a few games 
the readers’ way? ‘The reward was 
being printed in CRASH!’ exclaims Nick, 
‘As a reader myself, | can safely say that 
that was what everyone was after — their 
15 minutes of fame!’ 


Turn the page to see the best of Oliver Frey’s 
maps for CRASH, compiled by Nick Roberts in 
response to a Facebook poll. > 
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THE GREATEST OLI FREY 
MAPS OF ALL TIME! 


Back in the early days of CRASH, before the distractions 
of new magazine launches with all the extra artwork that 
was needed, Oli Frey used to lend a hand with the Playing 
Tips section, creating artistic masterpieces of the big game 
maps of the day. | asked you on Facebook to vote for your 
favourite Oli Frey maps of all time and here is the top five... 
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example of how fantasy 

action adventure games made the best maps, in this 
case Gargoyle’s brilliant Tir Na Nog, which appeared in issue 14, March 1985. 

The puzzling arcade adventure was ground-breaking for the day, but imagine what 
Oli faced when creating the map — a piece of paper with the lines on it and some 
description of locations. It’s Oli’s attention to detail in the tiny illustrations and 
background that make this a map to be remembered. 


Gargoyle and Ultimate games were obviously big favourites back in the day, as on 
the facing page we have the map of Dun Darach - the prequel to Tir Na Nog that 
came outa year later. The map comes from issue 20 of CRASH, September 1985. 
Many of these maps were created in black and white for speed, with a colour wash 
being added by the Newsfield Film Planning department to bring them to life. 


The Ultimate games from the mid-1980s were crying out to be 
turned into maps. So much so that CRASH ran a competiton to 
be the first to draw a map of Atic Atac. Submissions poured 

in and Oli played the game through to be sure everything was 
accurate (that was the last time he did that!). Atic Alac The Map 
featured in issue 6, June 1984 and won the sender an amazing 
ACG Key trophy for their troubles! The Atic Atac masterpiece was 
followed by Sabre Wulf The Map in issue 16, May 1985. Oli’s 
art style always added gravitas to the maps of the day, and his 
additional mini-paintings of the game’s characters were a joy to 
behold. You’ll never get lost in that jungle again! 
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Atmospheric, evocative and beautiful: the legendary Knight Lore pull-out 
map is probably the most fondly remembered of all Oli maps. Although printed 
in monochrome, the map was published as two double-page spreads so you 
could put them together on your bedroom wall for a mega-map poster! 
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- The unhallowed ground where cheats and boastful liars \E > “a GC Co ae tee 
parade their pitiful high scores has recently relocated a : : : 
to a ghastly crypt left vacant by Cersei Lannister. . ¥ Hypersports Swimming 25.92; 

_ The Queen may have gone, but she left behind a hooting 9,200; Horse 9.99; 

Ne veritable treasure trove of vile instruments of torture ~ Archery 4,000; Weights 210kg; 

> for those brave - or foolish - enough to enter the lists 4 a: - = we a 

= | of game jousting. You may have paid to get in, but oulder Vash completed all levels 
I : I arofnise vou'l be cau a get dnt Chuckie Egg 228,360 level 25 
* Pea! Wheelie Level 8 


sort ays Pyjamarama 100% © Atic Atac completed 69% 
= Hobbit completed Jet Set Willy completed with 

Finders Keepers escaped from infinite lives POKE 

castle — Stuart Cragg 

Frankie 98%; 98,000 points 

Airwolf 3 scientists Mooncresta 35, 300 


— Roger Dean Dynamite Dan 550, 3 sticks 
Booty 39 objects 
_| Doomdark’s Revenge completed — David Brothers 
| in 6 days 
Wizard’s Lair 94%, 299,000 Technician Ted 5 tasks 
Everyone’s a Wally £2,740 Pyjamarama completed 97% 
Tir Na Nog completed Danger Mouse in Double Trouble 
Ghostbusters 130,000 saved the world 8 times 
Beach Head completed 120,000 Underwurlde completed 38% 
— Julian Boyle — Richard Wiltshire 


Sabre Wulf completed 

Lightforce 766,250, round 7 times 
Bomb Jack 230,000 

Cobra second level 

Commando area seven 

Elite dangerous; 110,00 credits 
Saboteur completed 

_— Alex Campbell 
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Match Point beat computer 
Frank Bruno’s Boxing beat all 
boxers 

Spy Hunter 245,100 

Nodes of Yesod 75% 

Rambo completed 

— Stephen Brandish 


Sam Fox Strip Poker All pictures 
Paperboy completed 82,650 
Dynamite Dan II third island 

— Dale Cunliffe 


Harrier Attack completed (Fraz) 
Atic Atac 17,042 , 50% (Gaffer) 
Full Throttle 11th place (F&G) 
Paperboy 6,606 & bonus (Gaffer) 
Spy Hunter 71,000 (Fraz) 

— Keith (Gaffer) & Fraser (Fraz) 


Tapper space bar 

V completed 

Planet of Death completed 
Ghosts ’n Goblins rescued 
princess 

Dan Dare completed 
Exploding Fist 10th Dan 
Way of the Tiger completed 
Gladiator received freedom 
— Stuart Walker 


Mikie locker room 

Super Ted completed 

Yabba Dabba Doo completed 
Zipper Flipper 9,155 

— James Ward 


Movie 51% 

Underwurlde completed 31% 
Sir Fred 32% 

Back to Skool completed 
Beach Head completed 
Bomb Jack 126,000 
Rollercoaster 7,600 

— Bess Blake 


Alien 8 23 chambers 
Dragontorc completed 
Shadowfire completed 

World Series Baseball beat 
computer on all levels 

Bruce Lee killed Wizard 12 times 
Nodes of Yesod completed 
Marsport completed 


Green Beret got to the harbour = 


— lan Hillier 
a ml 
ame eo 
>" 


Commando 275,340 

Exploding Fist 760,910, 10th Dan 
Spy Hunter 198,360 on novice 
Rambo 76,790 

Starstrike II 1,794,310 

Raid Over Moscow 134,320 

— David Rutledge 


Lazy Jones 11,130 

Ant Attack 3 rescued 

ID 73% 

Deathchase level 4 completed 
Manic Miner up to level 12 
Fred 3rd pyramid 

— ‘Lemon Otter’ 


Starquake completed, 14,200 
Bomb Jack 197,790 
— Jackie Mason 


Jetpac 52,70 (no idea if this is very 
good, it’s just the best I’ve done in 
Jetpac without cheating — honest) 
— Richard Hallas 


Bomb Jack 1,396,010 
— Dariusz aka ZX Freeq 


Mount Everest Buggy Boy score 
— Richard Hawkins, aged 47% 


Firelord 46,885 
— Rob Milward 


Cars: The Remix won race on 
track 1 tent 

— James Lightfoot 

(see page 77 to read all about this 
stunning [crap] game!) 


Too mode 
— Janne Sirén 


Didn’t dare post 
a high score! 
— Colin Bell 


Didn’t survive... 
— Robert Taylor 


Where Time Stood Still completed 
100% 

Nigel Mansell’s Grand Prix F1 
Championship, won 135 points 

Pro Ski Simulator all 7 pistes 
completed 

The Great Escape escaped! 
Midnight Resistance completed 
24,100 

— John Richards 


Dan Dare sector 5 

Frankie Goes to Hollywood BANG 
98% 

Green Beret 10,300 

Gunfright 8th Bandit 

Pentagram completed 

Spy Hunter 245 

— Neil Kenny 


Lunar Jetman 104,790 
— John Davies 


Commando 128,000, no life lost 
through levels 1-8 
— Marcin 


Manic Miner level 12 (without 
cheats!) 
— Scott Colvey 


Krakout 311,320, level 59 
Horace Goes Skiing 1,280 
Arkanoid 6 

— Tommy Andersen 


mogan 
mogan 


Providers of assured fundraising advice, and fans of 
Hungry Horace, Jumping Jack and Stop the Express: 


i 


If you know a charity that might benefit, email 
office@moganandmogan.co.uk 


* The Mogan and Mogan pictured may not be the ones 
who advise your charity! 


But it makes for a great book for their memory box! 
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an one of CRASH boasted 

an impressive Oli Frey cover 
depicting a toothy alien playing 
Space Invaders, or a Spectrum 
rip-off, and that game was 

the focus of our shoot ’em up 
comparison feature. Of the games 
tested, Imagine’s Arcadia came 
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out on top, and it was already 
proving a hit among Spectrum 
fans. As custodian of the editorial 
reins in this first issue, Roger 
mused over our choice of name, 
declaring it ‘short, sharp and 

to the point’ and observing our 
individuality in failing to mention 
the word ‘computer’ on the 
cover. Elsewhere, Puffin gave us 
the official game-of-the-book of 
the popular Warlock Of Firetop 
Mountain to solid praise, although 
its similarity to The Halls Of The 
Things (it was coded by the 
same team) counted against it in 
the final analysis. Other notable 
releases included Bugaboo The 


Flea, which would have received 
a CRASH Smash for its 92% 
score if only such a thing had 
existed at this point; Legend’s 
Valhalla notched 81142% —- we 
soon abandoned those pesky 
halves — while the mysterious 
Mervyn Estcourt made his debut 
with Luna Crabs to a somewhat 


~ tages 


Many early issues featured articles 
such as this, covering clones of 
popular arcade games. 


The first CRASH cover by Oli Frey 
heralded some top games: Arcadia, 
left, and top to bottom: Warlock of 
Firetop Mountain, Bugaboo the Flea, 
Vahalla and Luna Crabs. 


s the chilly UK weather 
descended on the land, 
CRASH issue two hit stores with 
a Kong-like ape munching on 
a poor Spectrum. As with the 
previous issue, the feature was 
another arcade comparison, this 
time Kong games. The letters 
page made its debut, with 


Boldir 
tyoVU 
tRaven 


muted reception. With a living 
guide covering a huge mass of 
games already out on the market, 
only the late arrival of Ultimate’s 
Atic Atac slipped through the 

net. Its time would come in the 
very next issue, and everyone 


expected a big score... 


CHRIS PASSEY & LLOYD MANGRAM revisit 
some old favourites in this, the first of our 
Game Type comparisons 
Software houses seem hellbent on providing us 
with numerous versions of arcade copies. In 
August this year, /an Sinclair of IJK (a software 
company who do games for the Oric and Beeb) 
said, ‘There seems to be a difference of opinion 
between the public and reviewers’ opinions of 

programmes. 

‘The public loves arcade copies, while reviewers 
hate them, and original games have the opposite 
ettect. | would like to see more comparative 
reviews with all the Space Invaders, for example, 
oa a and the good and bad points of each 

own.’ 


W. H. Ashton of Halton-on-Lune 
receiving the honour of having 
the first letter printed in CRASH, 
and the games were coming thick 
and fast now as the Spectrum 
market grew. Imagine scored 
another hit with arcade adventure 
Alchemist, which rubbed 
shoulders with A&F’s marvellous 
Chuckie Egg (only an 80% 

score, not the first time we’d be 
accused of underrating a game) 


and Fantasy’s Doomsday Castle 
with a highly respectable 87%. 
After the previous month’s look 
at joysticks, this month Franco 
Frey cast his eye over Currah’s 
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Microspeech, that cute device 
that allowed actual words to emit 
from your TV speaker. There was 
also a feature with the not-quite- 
legendary-yet programmer Steve 
Turner and Starzone, a small 
software house that, despite 

the success of games such as 
Zaxxan, would fail to last much 
beyond 1984. Unfortunately 
many other companies found 
themselves in a similar situation 
as the market became more 
competitive throughout the year, 
but not, of course Ultimate Play 
The Game. Their latest effort, Atic 
Atac, duly impressed everyone at 
CRASH Towers, scoring 92% in 
the process. 


¥ solid hit, full colour reviews 
began in April’s issue three, as 
did nominated ‘Games Of The 


ARCADE 
APOCALYPSE 


1ES & HURG 


Month’ which went to Digital 
Integration’s Night Gunner, 
Richard Wilcox Software’s 
(precursor to Elite Systems) Blue 
Thunder and Bug-Byte’s Cavern 
Fighter, all derivative but fun 
shooting games. In a month in 
which Softek’s Defender clone 


Starblitz was the only other 
notable hit, there were already 
murmurings over the lack of 
, Originality although a 
colour preview for Jet 
} Set Willy seemed to 
promise some hope 
of rectifying this. Jon 
Ritman’s Bear Bovwver 
mystifyingly missed out 
on Game Of The Month 
status (despite scoring 
90%) — still, at least 
we wouldn’t make that 
mistake with a Ritman 
game again... 


Jet Set Willy 


iracy remained a hot topic 

throughout the Spectrum’s 
life, and it was tackled by Roger 
in his editorial for issue four. 
Elsewhere it was another issue 
of firsts: the first CRASH Smash, 
suitably bestowed on Matthew 
Smith’s seminal Jet Set Willy; 
the first Adventure Trail, written 
by sometime programmer Derek 
Brewster; and the first advert 


from a major retailer, confirming 
that CRASH was now a serious 
contender among the newsagent 
racks up and down the country. 
Further CRASH Smashes were 
given to Orc Attack (Creative 
Sparks), 3D Lunattack (Hewson 
Consultants) and Codename Mat 
(Micromega, and written by, erm, 
Derek Brewster), while the first 
mysterious adverts appeared for 
Imagine’s megagames. Finally for 


7 3 SYCLAPSE 
te 
Be aNDERSNATCH 


The games would never appear, but it 


wasn’t the last we’d hear of them... 


this month, Electric Software’s 
They Say The World Will Die In 
Fire And Ice won the award for 
most intriguing and original title, 
even if the game was a little 
primitive-looking for a graphic 
adventure. 


A suitable 
recipient for the 


first CRASH Smash 
— Jet Set Willy. 


ive issues in, and 
we were really 
starting to hit our 
stride as the first rays 
of summer began. 
Competitions, reviews, 
adventure trail and 
letters were now joined 
with a dedicated tips 
section, something 
the readers had been 
clamouring for for some 
time. The results of the recent 
questionnaire were analysed 
by Roger in his editorial with a 
pleasing 70% of our readers 
declaring that CRASH reviews 
influence their games buying. A 
conclusive 96.5% voted against 
type-in listings; those pages of 
numbers and symbols would be 
left to CRASH’s rivals throughout 


DEREK BREWSTER has been an ardent adventurer for 
some time, and not content to merely play the games, he 
put his programming talents to good effect and produced 

one of the earlier successful adventures for the rum, 

Veinor's Lair, now marketed by Quicksilva. He has also 

written Starclash and Codename Mat tor Micromega. In 

this issue he kicks off his new regular column for 
adventurers and introduces our new 
ADVENTURE TRAIL CHART 


its life. As Roger speculated on 
the debut of the Amstrad CPC, 
the games continued to flow at 
an unstoppable rate, although 
the quality dipped noticeably 
this month with only Beyond’s 
space adventure Psytron and 


the graphic adventure Fantasia Formula One and Spirit Software 
Diamond achieving CRASH served as a forewarning to 
Smash status. There were troubled waters ahead in the 
average scores everywhere, Spectrum software market, as 
and several under 50%, which one of no doubt many readers 
suggested our reviewers were lamented the loss of their 
becoming impatient with some cheque sent in for the game in 
of the rushed games out there. the letters pages. The newly- 

An educational section, CRASH formed GOSH (Guild Of Software 
Course, appeared for the first Houses) appeared toothless 
time this month. to intervene in any way, and 


wouldn’t last much longer itself. 
On a more positive note, CRASH 
Smashes this month included 
Silversoft’s nautical romp Worse 
Things Happen At Sea, Ocean’s effect, although it was nice of 


Moon Patrol clone Moon Alert programmer John Kenneally to 
and Sabre Wulf, a game that write in and let us Know where we 
continued Ultimate’s reputation had gone wrong with our review 


as the premier Spectrum software | of his game, Psi-Spy. 
house. 


iving into a Spectrum-themed 


issue seven and rumours that swimming pool (those 
§ Quicksilva had been acquired rubber keys would come in 
by Argus Press featured in handy should you bump your 
Hew through the year and Roger’s editorial this month, head on the bottom) was the 
issue six’s big feature focused and this foreshadowed another continuing summery theme for 7a 
on 3D games and whether they trend that would continue over issue eight, and suddenly the SHALL“ I DO? 
were here to stay, apt timing the next few years as the smaller | quality games appeared too. Two ea eceooere eee 
considering how every other software houses became pawns adventure games, Tir Na Nog T ENTER> 
game appeared to be displaying in the big boys’ plans. Mervyn and The Legend Of Avalon were 


the 3D moniker, accurate or not. previewed excitedly and both 


After pages of in-depth analysis is eS ee Pe looked to be cementing The latter two would rarely be 


(including advice from expert Gargoyle and Hewson’s mentioned again; of Imagine, we 
Steve Turner), we came to the 2 ee apts rE position as producers would not hear the last of their 
conclusion that 3D games of a : of excellent fantasy 3D messy demise for some time. 
all types offered an unrivalled games. And for shoot 
immersion that others could "em up freaks there was “hat famous talpidae, Monty 
never hope to match. Elsewhere, scams Dark Star, a lightning fast | Mole, took his bow with a 
the apparent disappearance of a wr space shooter from Simon | CRASH Smash as Gremlin’s 
ck ‘ v if n Brattel and Design Design, | Wanted: Monty Mole scored 92% 
Above: Issue 6’s in-depth look at = accompanied by a feature to kick off issue nine’s reviews. 
3D games paved the way for more Aa on the company. In other At the other end of the scale, 
quality features. Top to bottom: | news, there was a profile Elephant Software plunged even 
Worse Things Happen at Sea, of wargame experts, MC lower than Mastertronic from 
Moon Alert and Sabre Wulf. : : : 
Lothlorien, and an interview | the previous month, with the 
with Martin Wheeler of lamentable Kosmiz Pirate scoring 
Virgin Software. There just 3% -— ill-executed rubbish 
were CRASH Smashes indeed. Features-wise, new 
for Creative Sparks’ Black CRASH strategy columnist Angus 
Hawk and Adventure Ryall chatted to Roger about 
International’s comic book Games Workshop’s computer 
adventure, The Hulk, but game division, while Franco Frey 
concerns about the overall took a trip to Saffron Walden 
quality of games refused to to check out those hardware 
go away. Budget software house experts, DK’Tronics. Lloyd’s 
Mastertronic hit a new low in this mailbag bulged this month as 
respect, notching a pitiful 9% for readers took pen to paper to 
gameplay-free zone Voyage Into nee, genre 
Estcourt and Micromega biked The Unknown, a terrible release, $ 
in with their latest game, the even for £1.99. The pessimism £1 
CRASH Smashed Full Throttle, was accentuated (oh, hello ri 
and there was a range of other LMLWD)) by reports of several i — 
decent efforts, including Costa software houses disappearing, i 
Panayi’s exciting Tornado Low with one notable name standing i 
Level, Battlezone clone 3D Tank out. ‘It’s been a summer of i 
Duel and the wonderful Lords doom and gloom,’ noted Roger ; 
Of Midnight, another CRASH in his editorial. ‘Highlighted by 
Smash. Otherwise, the summer the disappearance of Imagine, 
software slump was in full Carnell, Rabbit and some others.’ 
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How come ee hotly-anticipated Steve Turner 
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first budget game to score a 
smash. In an issue stuffed full of 
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Joystick, in which the CRASH 
reviewing team put 19 game 
controllers through their paces. 


ota | the 
work. 
be 


movernemt keys dont | you 


»e do you start 
adication 
1 " Su 

A 


moan, sorry, discuss, the state 
of Spectrum software, as well as 
CRASH itself. Suitably, our first 
reader awards appeared, giving 
CRASH fans a chance to vote on 
their games of the year. 


The adventure section in CRASH 
proved popular from the start. 


KOGL Daze 


ne month later, and another 
bunch of superlative games 
appeared in time for issue 
eleven, putting all our worries 
about the lack of quality to bed. 
Seven more smashes, over a 
| variety of genres, was a very 
pleasing return for the reviewers: 
shoot ’em ups Dark Star and 3D 
Starstrike; platformers Turmoil 
and Sir Lancelot; Microsphere’s 
classic Skool Daze; and fantasy 


SABRE WULF 
WINNER!” 


Issue 10’s cover eschewed 
a game theme with this gloomy 
joystick battlefield image. 


romps Tir Na Nog (Gargoyle) and 
Out Of The Shadows from Mizar. 
In Roger’s editorial, there were 

a few nuggets of information 
concerning a new upgraded 
version of the 48K Spectrum 
and once more analysing the 
piracy situation in the Spectrum 
games market, noting sagely 
that not even the publishers 
were completely innocent. Roger 
cited the recent settlement by 
Mastertronic towards Rocksoft, 


XK CRASH’’s first winter 

egan in earnest, issue ten 

brought some hot new games 

and no less than seven CRASH 


Smashes. Led by jolly arcade 
adventure Pyjamarama and the 


Lloyd’s Hall of 
Slime gave readers 
the chance to see 
their names in CRASH. 
Photos with gory Oli 
Frey enhancements 
would soon 
increase 
the thrill. 
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owners of the Michael Jackson 
song, ‘Thriller’. The budget 
publisher had used the theme 

in its Commodore 64 version of 
the game Chiller, and the game’s 
front cover looked somewhat 
familiar too... 


or issue twelve, CRASH’s first 
Christmas special, we pulled 
out all the stops. Competitions 
galore, features and a stack of 
reviews comprised this 194- 
page behemoth that had Lloyd’s 
trusty Hermes typewriter working 
overtime. Oli worked particularly 
hard to create his first festive 
cover, a jovial Santa Claus handing 
out presents to extra-terrestrial 
visitors, as well as an impressive 
pull-out calendar. The highlight 
of the month games-wise was 
undoubtedly Ultimate’s double 
whammy of the beautiful 
Knight Lore and sleek 
Underwurlde, both of 
which received CRASH 
Smashes. There were 
the results of our 
reader awards from 
issue nine, in which 
each genre was voted 
for, producing some 
eyebrow-raising results. 
Ad Astra snagging 
the best shoot ’em up 
crown was unexpected, 
as was budget label 
Atlantis’ card game Eights 
winning the best puzzle 
game category. Yet it was 
our friend Monty Mole, 
escaping justice in his 
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mining home 
town in Wanted: 

Monty Mole that most 
shocked us in the platform 
category, with a considerable 
lead over predicted winner, Jet 
Set Willy. 


Ss: that was it, the first twelve 
issues, the first year of 
CRASH. It had had its ups and 
downs, trials and tribulations, 
great games and terrible 

games. Issue twelve’s special 

on Commercial Breaks and the 
demise of Imagine Software 
hinted at the turbulence of the 
year ahead; at least we would 
have the success story of Ocean 
Software to replace the Liverpool 
outfit, even going as far as 
purchasing the company name 
with the plan of publishing arcade 
conversions in the new year. ‘It’s 
been a hectic and eventful year 
for CRASH,’ said Lloyd in his 
own 1984 lookback, ‘with the 
magazine going from strength 

to strength. Often threatening to 
outstrip the resources of the small 
team that puts it together.’ Thank 
the stars, then, that we always 
had Lloyd to fall back on. How 
does that man do it? 
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A Personal ZX Spectrum Memoir by MARK R. JONES 


In the mid-1980s me and my school mates said ‘load dij dij’ when referring to the 
Spectrum commands we typed in to load a game. On the screen it looked like this: 
LOAD “”. We didn’t say ‘quote quote’or ‘dot dot’ — it was just ‘dij dij’. 


Mark’s diary entry for Thursday 12 April 1984: 
Got a ZX Spectrum 48K, plus new cassette 
recorder, too excited to write anything. 


ith scant pocket money | bought a 
few computer games magazines to 
check out what they were like. There were 
quite a few to choose from. Among others 


on the newsagent’s shelf | spied issue 5 of 
a magazine called, oddly enough, Crash, 
dated June 1984. In computer language a 
crash meant your computer had gone wrong 
and here was a magazine named after the 
occurrence. Now this was more like it. 

The front cover featured space ships 
taking part in a spectacular battle, swooping 
down through a trench made of Spectrum 
tape boxes. Crash had, by far, the best looking 
covers out of all the mags I’d bought. It was 
also the most jam-packed and took me the 
longest to read through; so much so that 
on subsequent re-reads | still found another 
review or article I’d missed previously. 

| tended to agree with most of the reviews. 
If Crash gave a game a good review | found 
it would, pretty much, be as Crash said. To 
ensure reviews were spot on and not swayed 
by advertising budgets and corporate pub 
lunches, Crash used school children as 
reviewers. Children tend to be brutally honest, 
so if a game deserved a good review the 
magazine reflected that . . . and vice versa if a 
game was complete rubbish. 

| acquainted myself with the wonders of the 
Spectrum over the next few months. | started 
buying Crash every month - and so did most 
of my Spectrum owning schoolmates. Crash 
printed the date the next issue was due out 
so we knew when to start looking out for it. 
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Occasionally an issue reached the shelves a 
few days early and caught us unawares. Then 
someone came into the classroom flashing 
the new edition, to be followed by cries of 
‘Where’d you get that?’, ‘Let’s have a look’, 
‘Did they have many on the shelf?’ and ‘It’s not 
supposed to be out yet!’ 

With each new issue | consulted the review 
index first to see what games were reviewed, 
followed by a quick scan of the pages to 
see which games had received the coveted 
Crash Smash award. | took particular note of 
the percentage marks given to the graphics, 
because that was the aspect of any game that 
most interested me, and the overall score. | 
decided that anything earning over 75% was 
worthy of a place in my games collection. 

The section | always read through first was 
Merely Mangram, which previewed games 
currently in production. | savoured reading 
about what software companies were de- 
veloping and discovering information about 
the games | could be playing in two or three 
months’ time. Sometimes the game’s names 
changed before they came out, features that 
had been planned weren’t always possible 
due to time and memory constraints, and how 
the games were made fascinated me. | didn’t 
have a clue of course, but still found this sec- 
tion my go-to part of Crash in a new issue. 

On the evening of Thursday 13 December 
1984 | was thumbing through my Crash Christ- 
mas Special and flicking through the television 
channels when | saw a ZX Spectrum! A young 
man was demonstrating a game for the boss 
of Ocean Software, David Ward. Turns out 
the game was called Pud Pud in Weird World 
and the demonstrator was the author. | didn’t 
know it at the time, 
but | had caught 
the only broadcast 
of BBC2’s Com- 
mercial Breaks 
— The Search For 
Santa’s Software, 
a documentary 
that charted the 
fall of Liverpool’s 
Imagine Software 
and also _ filmed 
segments over 
in Manchester at 
Ocean’s Central Street headquarters. 

Though I’d missed the beginning | watched 
the rest of the programme eagerly, glued to the 
screen, seeing what it was like to work at the 
software house that made some of the games 
I’d been playing. It was amazing to see a ZX 
Spectrum on the television. | felt like | was now 
part of something that wasn’t just happening 
in the school playgrounds my mates and me 
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Mark aged 14, owner of a brand new 
ZX Spectrum, at the start of a dream. 


went to. It was happening all over the country. 
The computer craze | found myself caught up 
in was spreading like wildfire. 


Fame strikes unexpectedly 
When | reached page 113 of Crash issue 29, 
which hit the shelves on Thursday 29 May 
1986, | did a double take. 

What? 

It took a few seconds for me to realise | 
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was looking at my own work -— in the pages 
of Crash! There in front of me was a whole 
page devoted to four of my own ZX Spectrum 
screens. It took my breath away. I’d been 
featured on a page of my favourite magazine. 
On the Screen was a new regular section in 
Crash that featured readers’ screen artwork. 
Someone at Crash liked my screens enough 
to make me the subject of the first feature! 

| had completely forgotten I’d sent a tape 
to Crash — some three months had elapsed 
since | posted it; a long time ago when you’re 
15. | didn’t Know anyone else who'd had their 
name in Crash before and | couldn’t wait for 
all my mates to see it. | didn’t have to show it 
to any of them — | knew they all bought their 
own copies and would see it sooner or later. 
It was bizarre looking at images that I’d only 
previously seen in my bedroom on my own 
ZX Spectrum screen now printed in real ink in 
a real magazine that would be sitting on the 
shelves of WH Smith and newsagents up and 
down the country. 

The write up mentioned that, about to leave 


school, | was looking for a job as a screen 
designer and interested software houses 
should contact Crash to get my details. | was 
on cloud nine and, up to now, it was one of 
the most amazing things ever to happen to 
me. By September | had amassed a portfolio 
of Spectrum graphic screens. Could | perhaps 
show samples to some software houses | 
admired on the slim chance of getting paid for 
doing more in a professional capacity? 

| put together a demo tape of what | 
thought was my best work and posted tapes to 
various companies, those whose games | had 
liked in the past, among them Mastertronic, 
Elite Systems, Ocean Software and Piranha. 
| didn’t have to wait long to get my first reply. 
Mastertronic wrote: Thank you for submitting 
your software to us for evaluation. Having 
reviewed it thoroughly I’m afraid we are unable 
to accept it for publication at this time. 

| thought the letter was ridiculous. | hadn’t 
even sent them a finished game. | was asking 
if they had any jobs going for a graphic artist. 
| began to wonder if they’d even loaded the 
tape I’d sent at all. The letter ended with: 
Once more thank you for your interest in our 
company. | enclose your program herein. 

| hadn’t sent a program! It was a demo of 
screens. Oh well, their loss. 

In November a letter arrived from Nigel 
Alderton at Elite Systems, asking to see a 
demo. The tape must have got separated 
from the letter and maybe fallen down the 
side of someone’s desk, or worse into a bin. 
So | sent another. | wondered where | knew 
Nigel’s name from and a bit of detective work 
revealed he was the author of the fantastic 
Chuckie Egg (An’F Software, 1984). | was 
pleased that | now had his autograph on the 
bottom of the letter. A bit later Piranha replied 
and they, at least, explained to me that they 
didn’t have any in-house programmers and 
that | should send in any complete games 
‘should you develop any’. Good job really 
because they ceased trading less than a year 
later. Had | gone to work for them then my 
story could well have been very different. 

Mid-December and another letter from 
Nigel Alderton: We are in receipt of your 
graphics demonstration. Your work is 
obviously of the highest standard and although 
we have no need for your services at present, | 
would like to keep your details on file for future 
reference. | would be pleased if you could 
write quoting a price for your work. 

| was chuffed that someone famous 
like Nigel thought my work ‘of the highest 
standard’, but ‘a price’ for my work? | hadn’t 
got a flipping clue and so | didn’t reply. It all 
went quiet and | resigned myself to the fact it 
wasn’t going to be as easy as I’d thought to 
get a job and make a living creating graphics 
for computer games. 


A life at Ocean waves 

And then on Friday 2 January 1987 a letter 
popped through the letterbox with a familiar 
blue logo on it. It was from Gary Bracey at 
Ocean Software. | tore it open. | was offered 
the possibility of a graphics job, but Gary 
would only be taking people on to work in- 
house. It meant moving to Manchester if | 
wanted to take this any further. Up until then 
| thought maybe | could work from home - | 
hadn’t thought about moving away in order to 
gain my dream job. 
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The Ocean Software team, 1988, with Mark circled, outside the company’s Central Street premises. 


Since I’d never been out of my hometown 
or on a train on my own before, my mum 
came along for moral support. On Thursday 
8 January, three days after receiving the 
letter, we travelled from Northampton to 
Manchester. Following Gary’s instructions, we 
found Ocean and for the first time | entered 
the ‘dungeons’ of 6 Central Street. | wondered 
what | was letting myself in for. 

| felt honoured to see games being worked 
on that I’d only read about. | saw, among 
others, Short Circuit on the Spectrum and 
Arkanoid on the C64. These weren’t even 
finished and | was seeing them actually 
working. As | left | recall being pretty chuffed 
that l’d just been offered a possible £120 
a week for doing what I’d been doing after 
school for fun. | was only 16 and a possible 
move away from home to do an amazing job 
was now a distinct possibility. 

On the night of Sunday 18 January 1987 | 
found myself holed up in the dank New Manx 
Hotel on Palatine Road in the Didsbury area 
of Manchester. My parents drove me up in 
the family car, saw me in, settled me down 
and then set off on the journey home. After 
they left | became upset. All | had was a bag 
of clothes, my ZX Spectrum 128K and my 
prized collection of Crash. If | hadn’t had my 
computer and Crash collection with me | think 
| would have gone home on the first train that 
night. | was in a strange town where | didn’t 
know anyone, in a strange hotel and had the 
added nerves of starting a brand new job the 
next day. | don’t think I’d ever been so scared 
in my entire life. 

At first | worked on odd bits that needed 
doing, including a loading screen for Say No to 
Strangers, an educational program designed 
to warn youngsters against pedophiles - a 
word |’d never heard of back then. At the 
end of my first week Gary Bracey asked me 
to produce a loading screen for Mag Max on 
the Spectrum. The title - a conversion of the 
Nichibutsu arcade game from 1985 - was 
coming out on the Imagine label. ‘Wow!’ | 
thought. ‘I’ve seen that game advertised in the 
magazines for quite a while. If | do this well this 
is going to be seen all over England! I’ve got to 
make sure this is really good.’ 

| hadn’t seen Mag Max running so | had no 
idea what it was actually like. The only thing 
| was certain of was that | had to impress 
everyone with this. This was what | was here 
for. This was the real deal and had to be the 
best piece of work I’d ever done. To say it was 
daunting was an understatement. | loaded up 
Melbourne Draw and made a start. The other 
artists at Ocean kept an eye on my progress, 
working out how good or bad | was, weighing 
me up. This was my baptism of fire, the 
piece of work | was going to be judged on. 
The loading screen for Mag Max couldn’t be 
anything other than brilliant and it was the only 


time | ever felt any real pressure at Ocean. 

The finished screen took me about three 
days to complete and it got the thumbs up 
from everyone downstairs. I’d passed the test. 
My creation exceeded the required standard 
and | now felt like part of the team! 

There was | itching to start on my first full 
game when Gary asked me to change some 
of the graphics in the game itself. The main 
character was on the tiny side and looked a 
little cruddy. During these first weeks | had to 
pinch myself some mornings. While Mag Max 
wasn’t a fantastic title it didn’t really matter to 
me. | was working on a game that would be 
published. People would be able to buy it in 
the shops. This was great. Thankfully the task 
didn’t take long. The replacement graphics 
looked okay, a lot better than the ones that 
had been there previously. 

The game itself was poor though. We knew 
it. We were all games players at Ocean. We 
knew the difference between a good and a 
bad game. | knew Mag Max wouldn’t get great 
reviews but | was chuffed when the mediocre 
Crash review in issue 42 from July 1987 
said “...the brilliant loading screen raises 
expectations.” That was enough for me. In the 
very pages of Crash — my favourite magazine 
— was my first piece of professional criticism 
and it was good. 

Fast forward to last year’s Annual and this 
2019 edition: Now I’m reviewing games for 
Crash! If anyone had told me over 30 years 
ago that | would be thinking about what 
percentages to give Spectrum games for 
Crash reviews aged 48 I’d have told them stop 
pulling my leg! Strange days indeed! 


This article contains selected and abridged extracts 
from LOAD DlJ DlJ, a celebration of Spectrum gaming, 
a work in progress by Mark R. Jones. Download a 
28-page sampler edition: http://bit.ly/2ulVdjr 


Mark today — games historian and ‘civil servant’. 
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The Mole is back: Journey to the Centre of 


the Earth extended version, the ultimate 
version of a Spanish masterpiece 


opo Soft was one of the 

most popular Spanish 
Software houses in the later 
1980s (topo is Spanish for ‘mole’ 
hence the heading). Some of 
its more than 30 titles were 
released in the UK by the likes 
of Melbourne House, Capcom 
(Gunsmoke, aka Desperado) 
and Elite (Gremlins 2), however 
many masterpieces were never 
released overseas. 

Topo Siglo XXI, formed by 
some former Topo Soft members 
and a few rookies, is now re- 
releasing some of their old great 
games like Mad Mix 2, Zona 0, 
RAM and Lorna. 

Topo’s 1988 hit — Journey to 
the Centre of the Earth (Viaje 
Al Centro De La Tierra) — is also 
coming in an extended version, 
with five instead of the three 
sections of the 8-bit versions. 


Pixel-master Alfonso 
Fernandez Borro, aka Borrocop, 
probably the best Spanish 
graphic designer of his time, 
has reprised his original role as 
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graphics designer of Journey’s 
handsome screens, while the 
cover art is by well-known comic 
designer Alfonso Azpiri. 

There have been quite a 
few versions of the classic 
Jules Verne book, but the Topo 
Soft game eschews the more 
educational approach of many 
others — perfect as a concept, it 
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Borrocop’s gorgeous graphics make 
playing Journey a visual delight. 
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Old favourites: Mad Mix 2and Zona 0 
above, RAM and Lorna below. 


has everything: puzzle, arcade, 
platforms... every level isa 
different game. Don’t expect it 
to be an easy ride, however. Like 
most of Topo Soft’s output it is 

a difficult challenge, as indeed 
were most Spanish games of 
the time. 

All Topo Siglo XXI games are 
released in Spanish, Portuguese 
and (fortunately!) in English, 
and there is a Hit Squad tribute 
edition for every nostalgic 
collector. More info at: 
www.toposigloxxi.com 


ith some work yet to 

do, this reimagining of 
a Classic version of a classic 
is the debut title of newcomer 
Crescent48 for the ZX Spectrum 
128K (+2 / +3) and ZX Spectrum 
Next. Distribution and pricing 
are yet to be decided, but 
Crescent48 anticpates a general 
release by the end of 2018. An 
improved conversion for the Next 
is planned to follow in 2019, but 
this version will play perfectly 
on the Next. Features include 
Journey mode, Core mode, solid 
50 fps gameplay, AY music and 
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48K spot effects. In the Journey 
mode your aim is to summon the 
Tetragrammaton and pass level 
15 —achallenge, it’s claimed, for 
all but the most adept players. 


on Wells tells CRASH that 

he’s well into development of 
Spectrum Invasion, a dedicated 
ZX Spectrum mobile game that 
features graphics and audio 
created from the Spectrum and 
its colour palette. ‘It’s totally ina 
retro style,’ he says, ‘and will be 
released on Apple iPhone and 
iPad first, followed by Android 
and PC and Mac systems. 
Jon will be providing diary 
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updates on the game as well 
as allowing people to playtest 
some builds on their devices on 
the Apple Testflight app during 
development. 

Any iPhone or iPad owning 
CRASH reader who fancies 
becoming a VIP games tester 
should contact Jon and let him 
know so he can add your email 
and link you to Testflight. 


GO-GO BUNNY GUN 


n the years since Buzzsaw+ 
was released it seems hard 
to pin programmer Jason 
Railton down to producing 
another game, but just 
lately some screenshots 
are emerging of Go-Go 
BunnyGun, a colourful 
shoot ’em up in the Parodius 
style. We’re promised ‘full 
colour graphics’ and ‘100% 


ndy Remic shot such a lot of 
footage in the first, acclaimed 
Memoirs of a Spectrum Addict 
movie that it would have been a 
crime not to bring us the words of 
industry wisdom he had to leave 
on Mel Croucher’s dining room 
floor (Mel kicks off the new Load 
"Film 2"). 
Packed with punchy talk from 
the likes of Jim Bagley, Simon 
Butler, Steve Turner, Jon Ritman, 


machine code action’, 
although we’re sure we’ve 
heard that somewhere 
before... 

These sprites certainly 
look colourful enough, but 
whether the gameplay is as 
smooth, we'll just have to 
wait and see. 


RaM Films 
spectrumaddict.com 
remicmedia.com/speccyaddict 


and our own CRASH playing tip- 
ster Nick Roberts (even Roger 
Kean and Oliver Frey get to mutter 
about something or other). 

The video production is cer- 
tainly value for money with a run- 
ning time of 2 hours 45 minutes, 
at £10 for SD digital download, 
£15 HD digital download, and with 
DVD and Bluray versions available 
soon from: 
Wwww.remicmedia.com/speccyaddict 
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write in thoughtful mode (as 
you Can see ...) because it’s 
been a busy year of catch up with 
old friends and the loss of some: 
Bob Wakelin, Rick Dickinson 

and recently Ben Daglish are 
perhaps only the better known 
contributors to the world of 
British computer gaming who 
unexpectedly left us this year. 
And thinking on the past | was 
reminded that several readers 
asked what the CRASH editors | 
paid trubute to in the last Annual 
actually looked like — we rarely 
printed photos of their faces, so | 
thought it only right to answer the 
queries with some evidence. 

After a year and a half editing 
CRASH, | handed over to Graeme 
Kidd, who helmed the August 
issue 1985. He’d been assistant 
editor since issue 14 and was 
first of a run of eight talented 
wordsmiths and team termagants 
(LMLWD!) who followed. 

Barnaby came to CRASH from 
LM magazine, where he’d been 
sub-editor; Steve Jaratt went 
across to Zzap!64 while Dominic 
came the other way; Stuart also 
went on to edit Zzap! and Richard 
came to CRASH from Amtix!, 
though he worked as a staffer 
on CRASH before the launch 
of Amtix!. Lucy Hickman edited 


CRASH editors by issue 


Roger Kean 1-18 (Feb 84—Jul 85) 
Graeme Kidd 19-38 (Aug 85—Mar 87) 
Roger Kean 39-44 (Apr 87-Sep 87) 
Barnaby Page 45-50 (Oct 87—Mar 88) 
Steve Jarratt 51-54 (Apr 88—Jul 88) 
Dominic Handy 55-62 (Aug 88—Mar 89) 
StuartWynne 63-64 (Apr 89-—May 89) 
Oliver Frey 65-86 (Jun 89-Mar 91) 
Richard Eddy 87-93 (Apr 91-Oct 91) 


end of Newsfield start Impact 
Lucy Hickman 94-98 (Dec 91-—Apr 92) 


Zzap!64’s ‘Paul 

Sumner’ — really 

Dominic Handy, too shy | © 
to be photographed, hae 
here painted by Oli Frey 

for Zzap!64 #21 


Lucy Hickman 


* stuart Wynne 


ichard Edd 
Oliver Frey Richard Eddy 


follow Barnaby Page on 
Facebook — The View from 8D: 
Barnaby’s film reviews at: 
https://www.facebook.com/ 
groups/1442877632701921/ 


the last few issues of CRASH 
before its ignominious swap for 
an EMAP Atari magazine, and she 
then joined the Impact Magazines 
team as editor of newly launched 


N-Force. The photo here is from 
the Nintendo magazine, her face 
painted into a staff montage by 
Oliver Frey. Richard ‘Rich’ Eddy 
is currently Mayor of Warwick; 


As we did last year, instead of 
listing the Kickstarter backers 
for the CRASH Annual 2019 
in these pages, you can find 
yourself at the URL below. 
However, for your generosity 
in supporting the project | 
please accept thanks and 
gratitude from the team who 
have worked to bring this 
book out ks ue a ey of 
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everyone’s favourite loony in the Adentures of 
Jetman, but two things foiled the dimmest space 
person ever to make the Kessel Run in... well, 

a few parsecs, and they were: we ran out of 
space, thanks to an abundance of unexpected 
articles; and Oli ran out of time to take up John 
Ricardson’s brush again. 

It has been suggested on several occasions 
that a volume of the collected Jetman comic- 
strips which appeared in almost every issue of 
CRASH would be mightily appreciated. This 
is a project to consider. There are a number of 
potential obstacles to overcome first, but the 
technical aspect is relatively simple — mostly a 
matter of time. Watch this space, as they say. 


Still feeling peckish? Hungry for more 8-bit flavoured, literary sustenance? Then reserve a table at... 


Golem Books 


... Where they serve up superlative retro gaming books all year round. Here’s what’s on the menu: 


BY JERRY ELLIS 
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To find out more about Jerry 
Ellis and his wonderful 
books, or to place an order, 
please visit the Golem Books 
website at bit.ly/golembooks 
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The Book of the Game of the Film (300 pages). 
Hundreds of games were released in the '80s 
and early '90s as tie-ins with some of the 
world's most popular films, books, pop groups, 
television programmes, comics, tabletop 
RPGs and high-street brands. Author Jerry 
Ellis mounts a defiant, 150,000-word defence 
of one of the most unfairly frowned-upon 
trends of the electronic gaming industry's 
formative years. Paperback edition available 
now for £21.99 plus péep. 

“... SO Much content you'll be reading this for 
some time if you are to take in all of what’s 
covered... the education you're being given by 
the author is simply brilliant...” — RVG 


The 8-Bit Book — 1981 to 199x (250 pages). 

A wistful look back at over two hundred of the 
most influential, inspiring and downright 
interesting games of the 8-bit era. Paperback 
edition available now for £17.99 plus péep. 

“... wonderfully presented... a varied and a 
highly informative read...” — Retro Gamer 
(Treasure of the Month, December 2009) 

“.. @ truly varied read... effortlessly jumps 
from nostalgia to gaming history and even 
touches on design philosophy.” — Obsolete 
Gamer 

“.. a real gem... depicts a whole epoch with 
dynamism and precision.” — grospixels.com 


Arcade Imperfect (300 pages). 

The dream of being able to play accurate 
conversions of all the latest arcade games 
tantalised home computer owners throughout 
the ‘80s, without ever quite coming true. 
Nevertheless, stripped-down versions of 
Donkey Kong, Commando, Space Harrier, 
Gauntlet, Bubble Bobble, Renegade, Galaxian, 
Yie Ar Kung-Fu, Dragon’s Lair, Pac-Man, Out 
Run, Dig Dug and hundreds of others still 
graced many a grateful gamer’s library. 
Insert coin, press start and read the whole 
story here. Coming soon! Hardcover edition 
available summer 2019 for £24.99 plus pép. 


To contact or follow Jerry: 
e: jerellis1@yahoo.com 


HOoKS t: 07989 199710 


Twitter: @Golem_Books 
Facebook: @jerryellis1973 


